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Starring 

PITFALL HARRY 

And introducing 

RHONDA & QUKKCLAW 

With 

ANDEAN CONDORS 

VAMPIRE BATS 
POISONOUS FROGS 

ELECTRIC EELS 
ALBINO SCORPIONS 

r 

And 
CAVE RAT AS HIMSELF 

■[ Designed and directed by 
David "Pitfall" Crane. 

An ACTIVISION Production 
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For the Atari 2600, 

Atari home computer, Coleco, 
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In depth 
with 

TV Gamer 



From the hundreds of letters we've had from all you readers out there, we've 
found that the most popular feature in the new-look 7V Gamer is undoubtedly 
the In-depth Reviews. This month we've squeezed in five, including Dave Harvey's 
mammoth second half of Raiders of the Lost Ark from Atari for VCS. Dave's 
review this month concentrates on getting you round the course for maximum 
points. Meanwhile, Dave Trutzenbach, who disentangled Mr Do for you in our 
March issue, has found another big maze game, Lady Bug, to try the Trutzenbach 
high-score system on. Dave Bishop (yes, TV Gamer does have more than its fair 
share of Daves) has been hammering his Atari Home Computer to build up a 
massive score in Miner 2049er, and Chris McDonnell has been taking a very 
close look through his bombsights at Scramble from Vectrex. 

Finally, the indomitable Dave Harvey seems to have found time to peer at 
Defender through his cockpit monitor, to save the planet for decent humanoids. 

Mike Roberts' final instalment of the Games Governments Play series finishes 
off this month with some multi-million-pound super screen games played by 
generals. Now, while few of you TV Gamer readers are NATO generals, most 
can get along to the arcade to play with machines sophisticated enough to cost 
several thousand pounds. So again this month, Andy Harris has gone along to 
his arcade, pockets stuffed with tenpences, to tell you what goodies you'll find 
there and how to get your money's worth. 

Although most readers' letters have congratulated TV Gamer on its new look 
and on the introduction of computer games to its pages, naturally there are 
some of you who want to stick to the dedicated games systems. Fear not. Now 
that we have turned monthly, we will still continue to list all the new cartridge 
games as they become available. White computers cost a bit more than 
dedicated games systems, generally speaking the games themselves are much 
cheaper and, because the home computers have a lot more memory, the 
games are often much more sophisticated. So, we are reviewing the latest 
computer games, too. 

At last we are able to announce the winners of the Colecovision contest in 
our Autumn issue. The comp asked readers to put a caption to the Donkey 
Kong screen picture which is supposed to show Mario trying to rescue his girl 
from the clutches of the mighty ape, Kong. Here is what Mario is really saying, 
say the five winners: 

"I'm from the gas company — someone said you wanted a griller removed", 
earns Derek Tait of Plymouth the first prize of a CBS/Colecovision console and 
module one; and an Atari adaptor, together worth over £200. Second prize — 
a Suncom Joy-Sensor Controller worth £29.95 — goes to Scott Taylor of 
Bedford for "A good job in computers, the ad said!" Third prize — a Suncom 
TAC 2 Controller worth £1 8.95 - goes to Alexander Morris of Chelmsford for 
"There must be an easier way up when the lift's stuck". Fourth prize — a Suncom 
Starfighter Controller worth £1 3.95 — is won by S. French of London E4 for 
'This is the last time I try computer dating", while Richard Wood of Chatham 
receives fifth prize — a Suncom Slik Stick Controller worth £9.95 - for "I wish 
that mother of hers would stop trying to interfere". 

Next issue I'll be announcing the winners of our bumper Christmas 
competition from the Winter issue. 
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Electron joystick 
interface 





Super recorder 



NO, IT'S not an electric 
shaver! This handy gadget 
will allow your Atari-type 
joysticks to interface with 
the Electron computer. The 
advantage, says a spokes- 
man for FBC Electronics - 
the Derbyshire manufac- 
turer, is that reading the 



interface is considerably 
quicker than normal key- 
board input or reading an 
a-d converter. "Now that a 
practical joystick is avail- 
able, watch out for a host 
oi joystick games for the 
system," the spokesman 
added. 



THIS NEW Sanyo DR202 
data recorder is specially 
designed for the home com- 
puter user. It takes the 
normal three jack-plug in- 
puts and boasts the special 
feature that it will search 
for the beginning of the 
data recording, or skip up 



to two recordings, finally 
homing m on a third. Op- 
eration of the machine is 
particularly smooth and 
positive, as we can vouch 
for - we've been trying 
one out at TV Gamer for 
several weeks. No news of 
price yet. 




Pac-biker 



HERE'S A way to do strenu- 
ous exercise without realis- 
ing it - a Pac-Man game 
controlled from an exercise 
bike! Using the latest micro- 
processor technology, the 
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Micro Scope exerciser has 
linked a Pac-Man video 
game to a "conventional' 
exercise bike. The faster 
you pedal, the easier it 
becomes to escape the pur- 
suing ghosts. Control 
buttons on the handlebars 
allow Pac-Man to turn. 
Varying skill levels can be 
preset, although an attempt 
at a marathon multi-million 
score could turn you into 
either another Arnold 
Schwarzenegger or an 
exhausted wreck! 
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Tis was star 
becomes gamer 



A BRAND new idea for a 
brand-new pastime has 
been launched with the 
help of Tiswas, OTT and 
TVam star Chris Tarrant. 
Called, modestly, The 
World's Greatest Com- 
puter Games, it's a video 
cassette program which 
you can borrow from those 
video shops that also do a 
trade in computer games. 
Chris is the presenter of 
the half-hour program, 
commenting on and play- 
ing the games, which 
include some of the most 
visually exciting ones now 
available for the home 
computer. Altogether 21 
games are featured on the 
tape, from animated soccer 
to mysterious adventures, 
from three-dimensional 



mazes to stunning alien- 
blasting arcade-type 
games. 

Making the program 
proved to be a big head- 
ache for executive pro- 
ducer Norman Thomas 
who was faced with having 
to connect seven different 
computers into the video 
recording equipment in a 
single day, while running 
35 bits of computer soft- 
ware. 

TV Gamers editor, John 
Sanders, had a chance to 
watch the first program in 
the series. Verdict? "It's a 
smash hit! Chris Tarrant 
provides fine entertain- 
ment and this is really a 
fine way to get a preview 
of lots of new games in a 
very short time. The pro- 



gram lets you see a lot of 
games, and helps to whittle 
your choice down to the 
handful you really fancy. 
It'll never replace TV 



Gamer," says John, 
"because you still need to 
assess how well the game 
plays, and for that you've 
got to have a good review" . 




Kempston's 

new joysticks 

ADDED TO the Kempston 
joystick range are two new 
models. In our picture the 
familiar Pro 5000 at £13.50 
on the left has the £1 1.50 
Interface for the Sinclair 
ZX computer. In the centre 
is the new Pro 3000 at £12.75 



with its economically de- 
signed grip handle with 
both a top fire-button for 
arcade-style control. On 
the right is the new Pro 
1000 at £10.99 which has 
eight-way teaf switches for 
precision control and a 
five-foot cable. The fire 
bar at its base is suitable 
for right or left-handed 
play. Kempston joysticks 
use an Atari-type plug. 



Graphics 
on the 64 

COMING THIS Autumn for 
Commodore 64 users is this 
touch-sensitive computer 
graphics pad. Called 
"Animation Station" and 
made by Suncom for Con- 
sumer Electronics Ltd, the 
gadget works with special 
cartridges which slot into 



the computer, bypassing 
the keyboard. Not only 
will the user be able to 
draw his or her own pic- 
tures and cartoons onto 
the screen, but the system 
will let the characters 
move around the screen, 
too. Consumer Electronics, 
who expect the Animation 
Station to cost around £80, 
say that versions for other 
home computer systems 
will follow soon. 
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Wise monkeys? 



NO, IT'S not feeding time 
at London Zoo - it is in tact 
the design team of none 
other than Imagine. These 
four loons are the pro- 
grammers behind many 
of the hit games Imagine 



have conceived, such as 
Alchemist, Stonkers etc. 
We just thought you'd like 
to see what sort of con- 
ditions your games are 
dreamed up in; frightening, 
isn't it? 



Oriental 
speciality act 



A GAME with an unusual 
international pedigree, 
Chinese Juggler has been 
launched by Ocean Soft- 
ware on an unsuspecting 
public. Chinese Juggler 
has been designed by a 
Hungarian couple who 
bought themselves a com- 
puter while travelling in 
the West - it is, say Ocean, 
unique. 
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The aim of the game is to 
manipulate the juggler so 
that he spins eight plates 
on rods within a given 
time limit. There are 
twelve screens - as the 
curtain comes down on 
each successful act, the 
juggler jumps up and 
down for joy. But each 
successive screen becomes 
more difficult, with bonus 
points awarded for spin- 
ning and juggling certain 
colours of plate. 

Chinese Juggler is first 
out on the Commodore 64 
at a take-away price of 
E6.90, with 48K Spectrum 
and BBC versions to follow 
soon. 



Computer fights 
back 



YOUR LOCAL arcade game 
is likely to get tougher if a 
new development by Atari 

of California catches oh. 
The clever Atari people 
have realised that arcade 
owners despair when a 
champ comes up to the 
console and spends sev- 
eral hours on the machine 
for twenty pence. The new 
idea is to make a game 
that adjusts to the skill 
level of the player. 
The skill is measured by 



the machine over several 
games and the player's 
average score is stored in 
the machine's memory. So, 
the machine gets incred- 
ibly tough on the champs, 
while letting the beginners 
in for an easy game. 

Atari's first game for the 
system is Red Baron, where 
the player has to bomb 
enemy tanks and pillboxes 
and shoot planes. The 
computer controls these 
enemy forces making them 
faster-shooting and more 
accurate as the player's 
skill increases. 



Book of the game 
of the book 



MELBOURNE HOUSE, prob- 
ably tired of the hundreds 
of telephone queries about 
The Hobbit adventure 
game, have published a 
book, A guide to playing 
The Hobbit. Says a spokes- 
person from Melbourne 
House: "The beauty of the 
book is that it does not spoil 



the fun and challenge of 
the adventure. It does not 
supply THE solution to The 
Hobbit; it only offers one of 
many possibilities. So 
even the keenest ad- 
venture fan will have to 
admit it is an essential aid 
to anyone who owns the 
game." Price is C3.95. D 
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AND 90 OF THEM ARE UNDER £10 - SEND FOR FREE CATALOGUE 



Stlica Shop me leading mail ordor specialists in the Video Game and Homo Computer world are pleased lo otfer you some reatly amazing bargains We have a 
range o! over 200 carlndges to tit your Alan VCS, over 90 of these are priced at under £10. 50 there's plenty to choose trom it you're looking (or a bargain You 
may well be wondenng how we are able to offer so many carlndges at such good prices Well, Silica Shop have now been specialising in Atari game software (or 
overs years and with a turnover of £t 5m and over 35 staff, we are able to make bulk purchases at lower prices than many of ourcompelitors We offer a 48 hour 
delivery service on all software and Postage and Packing is totally free of charge Should you wish to obtain further details on our extensive cartndge range, we 
have a 32 page illustrated catalogue available free of charge We are currently running a T>uy one get one free* olfor on many of the Aclivision, C.B S and Parker 
cartridges All offers are subject to availability and lull details can be found in our catalogue, so send for your copy now It is our aim to never be knowingly 
undersold, we will normally match a competitors price providing they actually have Ihe goods in stock Silica Shop runs an Independent Alan VCS owners dub, 
with regular mailings to over 35,000 members These mailings include detailed game reviews on the extensive range of Atari and third parly cartndge releases So 
complete the coupon below and send us your order or your request for a FREE copy of our catalogue and we will add your name to our Atan VCS mailing list 

E.T. £4.95 * MISSILE COMMAND £7.95 

RAIDERS OF THE LOST ARK £8.95 

And that's not all - look at the list below and see our other offers: 



£4.95 


£7.95 

Missile Command 
Pinball (Videol 

Soccer 
Yars Revenge 

£8.95 

China Syndrome 

Gangster Alley 

Master Builder 

Planet Patrol 

Raiders Lost Ark 
Tape Worm 

£9.95 

3D Tic Tac Toe 

Asteroids 

Astro Attack 

Basketball 

Battleznne 

Berzirk 

Black Hole 

Bowling 

Capture 

Casino 

Checkers (Videol 

Chess (Videol 

Circus 

Codebreaker 

Commun Mutants 

DndoeTm 

Dragonstomper 

Dream Flight 


£9.95 


E.T 

£5.95 


Escape Mindmstr 
Felix Return 

Fireball 
Fire fighter 

Forrest 

Frogger fc) 

Galactic 

Galaxian 

Goll 

Ground Zero 

Indy 500 

Killer Satleliles 

Labyrinlh 


Boxing 

Fmway 

Kaboomi 

Litter Blast 

Skiing 
Stampede 

Tennii 

£6.95 


Air Sea Bailie 
Barnstorming 

Brain Games 

Bridge 

Challenge Nexar 

Chupper Commnd 

Demons to Diam 

Grand Prix 

Ice Hockey 

Maze Craze 

Night Driver 

Starmaster 

Warlords 

£7.95 


nana 

Maqic Puzzle 

Miniature Goll 

Missile War 

Ms Pieman 

Olympics' |Vldeo| 

Othello 

Outlaw 

Overkill 

Pac Kong 

Party Mix 

Phoenix 

Rabbit Transit 

Sea Master 

Skin Diver 

Sky Diver 


Adventure 

Breakout 

Haunted House 


Sky Scraper 
Space Eagle 
Space Raider 



£9.95 


£14.95 


£22.95 


£27.95 

CBS 

BUY ANY TITLE 
GET ONE" FREE 

Carnival" 

Donkey Kong" 

Donkey Kong Jnr" 

Gorl" 

Mousetrap 

Mr Do 

SmurT" 

Solar Fox" 

Time Pilot 

Venture" 

Wizard olWor" 

Zaxxon 

£27.95 

PARKtH 
BUY ANY TITLE 
GET ONE" FREE 

Action Force" 

Ar-iiddf 

Empire Slrks Back 

Frogger 

Jedi Arena" 

Reactor" 

Sky Skipper" 

Spiderman" 


£27.95 


Space Robot 

Space War 
Squirrel A Snail 

Star Raiders 
Suicide Mission 
Super Breakout 

Superman 
Survival Island 
Sword ol Saros 
Time Machine 

Time Race 
Tom Boy 

Trick Shot 

£13.95 

Combal 

Math Gran Prix 

Missile Control 

Surlers Paradise 

£14.95 

Atlantis 

Commando Attack 

Cosmic Ark 

Demon Attack 

Dragonlire 

Eggomania 

Falhom 

Gopher 

Internal Tower 

Lost Luggage 

No Escape 


Octopus 

Picnic 

Racquelball 

Riddle ot Sphinx 

Solar Storm 

£18.95 


Demolition Kerby 

Jungle Hunt 

Kangaroo 

Ram II 

Shark Attack 

Space Invaders 

Slargunner 

Vanguard 

£24.95 

Fast food 

£25.95 

Laser Gates 
Moonsweeper 

£27.95 

ACTIVISION 

BUY' ONE 

GET ONE" FREE 

Decathlon* 

Enduro' 

Keyslone Kapers* 

Mega ma ilia" 

Oink" 

Pitfall* 

Plaque Attack" 

River Raid" 

Robot Tank' 

Seaquut" 

Spider Fighter" 


RfCENl RELEASES 
BUY ONE GET 

ONE FREE OFFERS 
00 NOT APPLY 

TO THIS SECTION 

Centipede 
Crystal Castles 


Alpha Beam 

Backgammon 

Big Birds Egg Ctch 

Cookie Monster 

Defender 
Football IReaisplj 
Snoopy/Red Baron 
Sorcerers Appren 
Tennis (Realspts) 
Volleyball (fl/spl| 

£19.00 

Supercharger 

£19.95 

Jawbreaker 

King Kong 
Marauder 
Miner 2049«r 
Polaris 
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Springer 
Threshold 


Dig Dug 

Froslbitc 

HERO 

Mario Brothers 

Millipede 

Moon Patrol 

Pac-Man 

Penqo 

Piriall II 

Pole Position 

Space Shuttle 

£29.95 

PAH Kill 

BUY ONE AND 

GET ANY" FREE 

CARTRIOGE 

FROM E27 95 

SECTION ON LEFT 

Death Slat Battle 

Popeye 

Super Cobra 

Tulankham 

O'Bert 
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Since the beginning of movie history, filmgoers have always 
wanted to act out their fav film hero's parts. Nowadays it's much 

easier to do so, thanks to video games. 

Most people think that Star Wars was the first inspiration for a 

video game tie-in but in fact it was Star Trek which inspired the first 

of this breed of game on the big mainframes back in the late '60s. 

After the Star Wars phenomenon, many official and unofficial 

game titles were spawned, the vast majority of which featured the 

Death Star trench scene from the original film. It was then that 

programmers realised that gamers wanted games that put them 

into their favourite films or TV series. This inspired games like 

Superman which, although reasonably realistic, weren't very true 

to the film. Only now are we seeing games that truly put you 

into films, thanks to much improved graphics and the laser disc 

technology which allows the use of actual scenes from the films. 

Over the next few pages we list and review all the games of 

films we can think of, including, for the first time, all the relevant 

arcade titles as well as some of the new ones to look out for at 

your local arcade soon. 









CHINA SYNDROME 

SPECTRA VISION £9.95 
1 4 variations 
VCS 

Loosely based on the film in 
which a nuclear reactor goes 
out of control. It's now up to 
you to control the reactor 
through its nine levels down to 
the core. As in Reactor, you 
are given a robot which you 
must use to destroy all the 
dangerous radioactive particles 
that escape. One of the nice 
features of this game is a little 
control panel that shows the 
radiation level in each of three 
sectors on the screen. If you get 
above a certain level oi radiation 
then MELTDOWN begins - and 
you lose. 

Value 2, Graphics 2. Sound 2. 
Gameplay 2 

CLOAK & DAGGER 

ATARI 
COIN-OP 

1.1 + 1 

This game sets the scene for a 
new film of the same title for 
summer this year, which 
features Agent X, a green clad 
spy who's out to retrieve the 
plans stolen by the evil Dr Boom. 




To do this Agent X must venture 
into Dr Boom's underground 
bomb factory and destroy it. 
What really makes this game 
special are the little comical 
interludes when Agent X takes 
a breather in the lift between 
floors. Sometimes he'll whistle. 
sometimes he'll smile and give 
you a thumbs up - it all depends 
on your performance in that 
round. I've seen five but there 



may well be more. 

Fans of Bobotron 2084 will 
take to this one straight away as 
it uses the same controllers (one 
joystick to move, another to fire). 
However, this is still an enjoy- 
able game for the rest of us. 

1 wonder what the film's qoina 
to be like? 

Value 4, Graphics 3, Sound 3, 
Gameplay 4 

COMPUTER WAR 

THORN EMI 

ATARI HCS 

TI99-4/A 

VIC 20 (with 8K expansion) 

1 single game 

A very good game but not 
really very close to the film 
War Games. The aim is to stop 
an imaginary onslaught of 
nuclear missiles targeted at 
various US bases. You select 
which missiles you're going for 
on the strategy map and go to 
the battleview so that you can 
knockout the missiles. You 
are presented with a code to 
crack on the strategy map for 
bonus points. Having done that 
you can take one of the US 
bases off alert. You have won 
the game when all your bases 
are taken off alert. 

A good game and a pleasant 
change from the norm. 
Value3, Graphics 4, Sound 3. 
Gameplay 4 

DISCS OF TRON 

BALLY/MIDWAY 
1,1 + 1 

The programmers at B/M 
obviously have taken a lot 
more time over this game and 
the result is far more pleasing 
than the first Tron coin-op 
which perhaps was rushed out 
in time for the film. 

Discs of Tron, as the name 
suggests, is a disc battle which 
takes place on the rings that 
appear in the film. The idea is to 
bop the evil Sark as many times 
as you can before he gets you. 

This is a better game than 
the first Tron coin-op thanks to 
the superior graphics, sound 



L and gameplay. 

Value 4, Graphics 4, Sound 4, 
► Gameplay 4 

\ DRACULA 

i IMAGIC £29.95 

1.1 + l.lvl 3variations 
VCS 

Y If you're a fan of all those 

J horror movies with vampires in 

K them, then this game is for 

you. You portray the Prince of 

w Darkness, Dracula. As Count 

A Dracula you can transform 

Y yourself into a bat and change 
h your victims into zombies that 
l will attack the local police who 
/ pursue you with wooden stakes. 
I You must keep the Count's 

( blood supply topped up as he 
/ will die if you do not. Altogether 
L a challenging and enjoyable 

game. 
> Value 3, Graphics 3'/2, 
L Sound 3, Gameplay 4 

> FIREFOX 

ATARI COIN-OP 
1,4 variations 

After the success of Atari's Star 
Wars, Fireiox looks set to do 
, equally great things. This is 
Atari's first laser disc game 
and has to be good if it's to live 
up the the reputation oi these 
games. 

The idea is to assume the role 
of Major Gant (Clint Eastwood) 
who has just stolen Russia's 
most technologically advanced . 
lighter, known to the trade as 
Firefox. Having stolen it, you 
must now fly it safely out of , 

Soviet territory. However, the 
Russians don't seem too pleased * 
about the whole incident and , 
are rather keen on having you 
shot down. i 

In order to escape from the > 
area you must do several 
things: avoid being detected i 
by infra-red tracking stations J 
(not being detected will earn ] 
you bonus points), shoot down 4 
as many enemy lighters as ] 

possible, and consume as little \ 
fuel as possible (fuel is a key 1 

element of the game). 

Throughout the game you \ 



o 



PRODUCE YOUR OWN MACHINE CODE PROGRAMS 

Zip BASIC Interpreter and BASIC Compiler is a two part packaga The Zip Interpreter, like Sharp S- 
Basic is for writing and getting programs debugged so they run without any problems The Zip Compiler 
is used to convert these ordinary BASIC written programs and convert them to machine coda Once 
converted into machine code, they can then be run on your MZ 700 direct, (without S-Basic or Zip Basic) 
with a speed increase of up to 20 times over the same program written in Sharp S-Basic. Zip Compiler/ 
Interpreter comes complete with full documentation, available from Sharpsoft Ltd at £29.95. 

Hi-soft Pascal Compiler 64K Colour Version Has been developed to provide an almost full 
implementation of Standard Pascal supporting all the data structures (except files) including Arrays, Sets 
Records Pointers and User - enumerated types Assignment of structured types is permitted Sets 
Strings and Pointers may be compared The object (machine) code produced may be saved to tape, 
together with the runtimes by a simple command and subsequently reloaded and executed 
independently of the compiler. The package comes with extensive documentation and many example 
programs Available from Sharpsoft Ltd = £40.25. Including printer plotter routines Which are exclusive 
to Sharpsoft Ltd. (printer plotter routines available with documentation separately). 

Hi-soft DEVPAC DEVPAC combines a full Z80 assembler with a powerful disassembler and debugger. 
Both assembler, disassembler/debugger are fully relocatable and may be placed anywhere in the 
memory of your machine. 

"Your Computer" said "DEVPAC is most highly recommended" (May 1983) 

"Which Micro" in which Adam Denning said "If you write programs in machine code, buy DEVPAC - 
nothing else will do" (September 1983). 

This fantastic development package is now available on the MZ 700 from Sharpsoft Ltd at only £25.00. 

A combined machine language monitor and debug utility for machine language programs This powerful 
program, consisting of 31 different commands: Copy: Tabulate: Disassemble: Fill Memory: Search 
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machine code programs: Modify memory using HEX: Enter machine code using Z80 mnemonics: 
Execute machine code programs using a Z80 simulator and Executes machine code programs in real 
time using breakpoints 

Available from Sharpsoft Ltd = £ 16.95. 



NEW GAMES 

Conflict ol the Vortex 
Rope flunner 
Painter 
Grid Bugs 
Raid 

Prole ous II 
Finger Tlpi 
Snake 
Kings & Queens 
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will hear Clint making the odd 
comment like "I'm gonna take 
'erdown', in addition to the 
continuous music soundtrack 
and sound effects. The visuals 
are fast and furious with none 
of the dead spots so often found 
in laser disc coin-ops. This is 
thanks to a new scanning 
technique which Atari have 
developed. 

If you liked the film, you'll 
love the game which really 
puts you into the movie. There 
are stand-up and cockpit 
versions available, both 
equipped with a stereo head- 
phone socket with volume 
control: a very nice extra 
which we may well see more 
of in the future. 
Value 3, Graphics 5, Sound 4, 

Gameplay 4 

RAIDERS OF THE 
LOST ARK 

ATARI CX2659 £29.99 
1 single game 
VCS 

This adventure game is based 
on the highly successful film by 
Steven (E.T.) Speilberg and 
George {Star Wars) Lucas. The 
goal is to find the Well of Souls 
which contains the fabled lost 
Ark of the Covenant. 

To begin your search, you 
must first find the Map Room. 
There the Lost Ark's location is 
revealed (naturally, this is 
different for each game) and so 
you start on your journey. En 
route you must pick up many 
treasures and also deal with 
the various traders of the Black 

Market. 

A fascinating game that 
takes some working out. Of 
course, seeing the film helps as 

well. 

Vaiue 4, Graphics 4, Sound 3, 

Gameplay 4 



RETURN OF THE 
JEDI - DEATH STAR 
BATTLE 

PARKER £34.95 

VCS 

ATARI HOME COMPUTERS 

SPECTRUM 48K(coming soon) 

1 single game 

SCI FI SHOOT 'EM UP 

As pilot of the Millenium 
Falcon it's your task to destroy 
the Death Star. To do this you 
must first destroy at least three 
TIE Interceptors. Then a hole 
will appear in the force field 
which the Falcon must slip 
through. Once through, it must 
break through the wall of the 
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Death Star and hit the red 
square in the centre to blow it 
up. 

Quite a good game but not 
really sticking to what 
happened in the film. 
Value 3, Graphics 3, Sound 3, 
Gameplay 4 

ROCKY 

CBS ELECTRONICS £29.95 
1,1 + 1 8 variations 
COLECOVISION 

SPORT 

A brilliant demonstration of the 

high resolution graphics of the 
Colecovision. The player can 
take the part of either Clubber 
Lang or Rocky in a match 
against the computer or 
alternatively play a head to 
head game against another 
opponent. 

Rocky and clubber weave 
and bob about the ring trading 



punches or stand toe to toe in a 
vicious brawling match. The 
referee takes an active part, 
separating the combatants in 
the clinches, counting over a 
fallen boxer, or pronouncing a 
knock-out. 
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The game has a demonstration 
made which enables you to 
see how to make the most of 
the four features: head 
punches, body punches, head 
and body guarding and 

ducking. 

A must for all those who saw 
the three Bocky films. The use 
of the new Colecovision Super 
Controllers may mean that the 
game will be more expensive 
than normal. However, the 
Super Controllers are easy to 
use, with a responsive joystick 
and comfortable hand grip. 
Andy Pike 

Value 4, Graphics 4 l /z, Sound 
3, Gameplay 4 

SORCERER'S 
APPRENTICE 

ATARI CX26109 £24.95 
1 single game 
VCS 

This game is based on Walt 
Disney's Fantasia. In it you 
control a little Mickey Mouse 
clad in red robe and hat. There 
are two play scenes. One is on 
the mountain tops where you ( 
try to catch falling stars and 
magically zap streaking comets 
and thunder clouds. The other 
is in the Sorcerer's cavern 
where you attempt to stop all 
the bucket -carrying mops from 
flooding the caves. You can 
play one or other of the two 
scenes or you can alternate 
between the two. Not the most 
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difficult game ever created but 
then it is designed for the 
younger gamers. The graphics 
are pretty good and overall the 
game is to be recommended to 
young gamers and Walt 
Disney fans. 

Value 3, Graphics 4, Sound 3, 
Gameplay 3 

STAR WARS - 
JEDI ARENA 

PARKER 931507 £29.95 

l.lvl 8 variations paddles 

vcs 
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Although this isn't actually 
based on any of the films, it is 
inspired by some of the ideas. 
It is basically a Lightsabre duel 
with the help of a Remote, a little 
droid about the size of a 
snooker ball. Both you and the 
other Jedi are surrounded by 
protective walls made up of 
bricks that can be knocked out 
by aiming the Remote carefully. 
The rays from your opponent's 
sabre can be deflected by 
swinging your Lightsabre and 
blocking the shot. The battle 
rages until one of the ledis 



wins three matches. 

Value 3, Graphics 3, Sound 2, 

Gameplay 2 

STAR WARS 

ATARI COIN-OP 

PARKER 

PREVIEW 

VCS 

G7000 

ATARI HCS 

COMMODORE 64 

COLECOVISION 

ZX SPECTRUM 

(requires ZX interface 2) 

1,4 variations 

Justifiably a very popular coin- 
op which is soon to become a 
home game from Parker. 

The game is in three stages. 
The first is a TIE fighter attack 
in which you have to shoot 
down as many fighters as you 
can in an allotted time. In later 
rounds Darin Vader's personal 
fighter joins the battle. He can't 
be destroyed, but shooting him 
will send him tumbling off into 
space. Having flown your 
X-Wing to the Death Star you 
now fly just above the surface, 
destroying red bunkers and the 
tops of yellow towers. Then 
you fly down into the trench 
which is bristling with laser 
cannons on either side. At the 
end of the trench lies the 
thermal exhaust port which 
must have a proton torpedo 
launched in its general direction . 

Star Wars is certainly the 
best non-laser game to come 
from 1983. As for the home 
translations, I'm afraid I can't 
comment. All will lose a little 
due to the fact that the coin-op 
is Vectorscan. We shall have to 



& 



see what Parker can do. 
Value 4, Graphics 4, Sound 4, 
Gameplay 3 

STAR WARS - 
THE EMPIRE 
STRIKES BACK 

PARKER 93501 £29.95 
1,1 + 1 32 variations 
VCS 

INTELLIVISION- 
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This game depicts the battle on 
the ice planet Hoth in Episode V 
of the Star Wars saga. You 
have control of a rebel Snow- 
speeder armed with a front- 
mounted laser cannon. Your 
* task is to prevent the advance 
of the Imperial Snow- Walkers 
for as long as possible. A large 
number of hits are needed to 
destroy a Snow-Walker but 
occasionally a bomb hatch will 
open and begin flashing, and 
if you can hit it you will destroy 
it straight away. Your speeder 
can sustain up to three hits but 
it can land in a valley for 
repairs. Every two minutes the 
'Force will be with you' and 
you are impervious to the 
Imperial laser fire for a while. 
Value 2. Graphics 2, Sound 2, 
Gameplay 3 

SUPERMAN 

ATARI CX2631 £24.95 
I single game 
VCS 

Assuming the role of the Man 
of Steel, the object is to put a 
number of crooks in jail 
(including the elusive Lex 
Luthor), re-assemble the 
Metropolis State Bridge and 
avoid the dreaded Kryptonite. 
Value 2, Graphics 2, Sound 2, 
Gameplay 2 



TERRAHAWKS 

PHILIPS 
G7000 
1,1 + 1 

The only thing this game has to 
do with the popular TV series is 
the title, which they both share. 
Other than that there is no 
resemblance whatsoever. In 
fact, this game was released 
quite a while ago under a 
diilerent title in the US. When 
Philips heard that they had the 
rights to the TV series, could 
they have just stuck the name 
on the next space game they 
produced? The game itself is 
quite good by G7000 standards. 
It's a sort of Galaxian/Phoenix- 
type game, however, so it's 
unclear why it should have the 
Terrahawks title? Why didn't 
they try to copy the game that 
Dr Ninestein plays in the series? 
Value 3, Graphics 2, Sound i, 
Gameplay2 

TRENCH 

VIRGIN GAMES 
BBC MODEX B 
1 9 variations 

SCIFI 

No prizes for guessing which 
scene in which film this game 
was inspired by. Put it this 
way: the object of the game is 
to destroy the Termination 
Planet using Proton Torpedoes. 
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Guess how you destroy the 
Death Star, oops sorry, I mean 
Termination Planet. 

In all fairness I should say 
that this is an excellent game 
which will certainly keep your 
fingers dancing on the keys of 
your beeb. 

Vaiue 3, Graphics 4, Sound 3, 
Gameplay 4 



TRON 

BALLY/MIDWAY 

COIN-OP 

1,1 + 1 

This game was released at the 
same time as the film and sets 
out to recreate some Tron-like 
games. You can choose 
between four games: Light 
Cycle, a Surround-type game 
which is probably the most 
indicative of the film; Tanks, a 
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sort of maze shoot 'em up; and 
MCP Cone which is a variation 
of Breakout. 

In other words Bally/Midway 
have tried the same trick as 
they did with Gorl. That is, 
taking a handful of semi- 
reasonable games and turning 
them all into one big game. It 
worked with Gorl but not with 
Tron, alas. DW 
Value 3, Graphics 3, Sound 3, 

Gameplay 3 

TRON DEADLY DISCS 

MATTEL ELECTRONICS £21.95 
1 4 variations 
INTELLIVISION 

This is the first in the trilogy of 
Tron cartridges based on Walt 
Disney's film. 

Beginning with a little red 
Tron figure in the centre of a 
game grid, a series of three 
doors open and three Blue 
Warriors run out, throwing 
their discs at Tron who must 
avoid them and use his own to 
retaliate. After this, another 
wave of warriors appears. 
While this is happening, you're 
trying to block the doorways, 
either by running into them or 



throwing your disc at them. < 

Once you have blocked two on 
opposite sides of the screen < 

you can have a wraparound < 
escape route rather as m Pac- 
Man . If you knock out too many < 
doors, a Recogniser will come ( 
to fix them. However, if you 
manage to wound him while 
he is mending a door you can 
send him lurching off the 
screen, sparks flying. A game 
with wide appeal. 
Vaiue 3, Graphics 3. Sound 3, 

Gameplay 3 k 

TRON -MAZE A TRON A 

MATTEL ELECTRONICS £25.95 T 
1 4 variations S> 

INTELLIVISION I 

Probably the poorest of the I 

three Tron games available. \ 

The game is set on a series of A 

four scrolling circuit boards 1 

■ along which you have to run < 

until you find the one with your J 

1 target - the MCP (Master J 

, Control Program). As this relies ( 

on luck rather than skill, the J 

* game can be infuriating . 

Vaiue 2, Graphics 2, Sound 2, < 

Gameplay I ^ 

} TRON SOLAR SAILER ' 

f MATTEL ELECTRONICS £29.95 

> 1 single game 

INTELLIVISION 
f Needs Intellivoice module 

\ £45.95 

L The third and easily the best of 
the Tron games available. As it 
& needs an Intellivoice, it works 
L out to be fairly costly. This 

game depicts the final scene in 
(/ the film where Tron, his girl- 
I friend Yori and 'User' Flynn 
T steal the prototype craft Solar 
A Sailer that is propelled by light 
I beams in the sky. They steal it 

in order to cross the Sea of 
1 Simulation to reach and destroy 

the MCP (Master Control 
' Program). In the game you are 

> equipped with a code to use 
against the MCP but to reach it 

^ you have to negotiate a 
^ hazardous journey first of all. If 
you're going to buy a Tron 

► game, then get this one. 
I Vaiue 3, Graphics 3, Sound 3, 
( Gameplay 2 Q 
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he big attraction at arcades 
these days seem to be the new 
L laser-disc games such as 
Dragon s Lair and Astron Belt. The 
traditional type of video game is still 
going strong, however, and if you 
should find yourself getting tired of 
the laser-discs, here are three of the 
latest computer-generated games 
which you can expect to find in your 
local arcade: 



UPN DOWN by SEGA 



Here's a driving game with a differ- 
ence, and in some ways it's a lot 
more entertaining than the straight- 
forward racing games which are so 
popular at the moment. Great fun 
though they are, driving round the 
same course over and over again 
can get a little tedious. 
In Upn Down the track is constantly 
changing: one minute you're speed- 
ing across open country, the next 
you're negotiating elevated sections, 
step ramps or one of the frequent, 
complicated cross-over sections. 
The player's car - a souped-up 
Volkswagen beetle by the looks of it 
- is controlled by a familiar, 8-way 
joystick control which determines 
directions and speed and, believe it 
or not, a "jump" button. 



you score substantial bonus points. 
As well as the flags, you can col- 
lect balloons, ice-cream cones, hats 
and fruit which all lie scattered 
along the road and are worth 800 
points each. While you are out 
collecting these items, enemy cars 
are constantly threatening. If you 
should touch an enemy, you will be 
destroyed. However, if you can jump 
your car and land on the enemy he 
will be destroyed and you will earn 
400 points. You will also meet bonus 
cars which are worth 1000 points if 
jumped on, but again, be sure that 
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out the game and after a while it 
can become very irritating indeed. 
No game is perfect, though, and 1 
don't think that this minor complaint 
is enough to stop me spending a lot 
of time on what is otherwise an 
excellent game. 



TRACK & FIELD by CENTURI 



Track and Field is currently one of 
the most popular arcade games in 
America, giving even the laser-disc 
games a very good run for their 
money. Although at first sight it 
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Push the joystick to start and the 
road unfolds before you. At the top 
of the screen you will see a line of 
coloured flags. The first object of the 
game is to collect all the various 
coloured flags placed along the 
road. Each is worth 200 points. If 
you should take a wrong turning 
and miss one, don't worry, there 
are plenty of them. If you manage to 
collect them all in under 1 minute. 
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they don't touch your car. 

Parts of the track are shaded dif- 
ferently from the rest. White indicates 
a downhill slope and dark grey is 
uphill. You may find some slopes 
that are just too steep to drive up 
without a running start. Be especially 
watchful for brown sections of the 
road. Hit these and the next time 
you come to them they'll have dis- 
appeared and you'll need to make a 
dramatic jump. In fact, jumping is the 
secret to success in this game. Not 
only can you destroy enemy cars by 
jumping on them, you can also 
switch tracks to avoid pursuers, 
although if you land off the course 
you will lose your car. One last 
warning: watch out for the destruc- 
tion cars. Just when you least expect 
them, they appear from in front or 
behind, bearing down on you at 
high speed. They cannot be de- 
stroyed - the only defence against 
them is to jump them. You have 
been warned. 

Upn Down is a highly entertaining 
game and with the constantly 
changing scenes, boredom is never 
a problem. Graphics are excellent, 
bright and sharp, but there is one 
niggle - the sound effects. The same 
few notes play continuously through- 



looks pretty much like any other 
conventional videogame, there are 
some features of Track and Field 
that make it just about unique. For a 
start, the player needs to use a var- 
iety of skills to compete successfully 
co-ordination, reflexes and sheer 
physical strength all play a part in 
the various events. Another unusual 
aspect of the game is that from 1 to 4 
players can compete at one time 
- this tends to generate a lot more 
excitement than the more usual 2- 
player games. If only one person is 
playing, the computer provides an 
opponent in the running events. 

Each player can enter six events: 
100 meter sprint, long jump, javelin, 
110 meter hurdles, hammer throw 
and high jump. In each event the 
player has to qualify against a pre- 
determined time or distance in order 
to proceed to the next event. If he 
fails to qualify, the game ends. 

Controls are simple, with one 
button controlling running and 
another for jumping and throwing. 

Before starting, each player enters 
his initials which then appear on 
the scoreboard above the crowded 
spectator stand. The first event is 
the 100 meter sprint. Making sure 
not to jump the starting gun - you 
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ANDY HARRIS ZAPS THE COIN-OPS 










use only the running button, tapping 
it repeatedly as last as you can. A 
two-fingered action seems to work 
best lor most people and you should 
not have any trouble beating the 
qualifying time and moving on to 
the next event, the long jump. 

This is where your powers ol co- 
ordination will come into play. To 



make your jump, you must first gain 
speed on the approach by using the 
run button and then, before you hit 
the foul line hit the jump button. 
Depending on how long you keep 
the button pressed, you will leave 
the ground at a certain angle. and 
this angle determines how far you 
travel through the air. You get three 



attempts here and if you qualify, it's 
on to the javelin. 

The same skills are used here as 
in the long jump. Pound down the 
track and then, at precisely the right 
moment, hit the throw button. You'll 
need to keep it pressed for slightly 
longer than before to achieve the 
necessary height and angle which 
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will see you through to the next 
event: more running but this time 
over hurdles. 

You only get one shot at the 110 
metre hurdles - a real test of stamina 
and reflexes. Knocking down hurdles 
will seriously reduce your chances 
of qualifying. But if you do manage 
to achieve the necessary combi- 
nation of running and jumping, you 
will find yourself moving onto the 
inner field in preparation for the 
hammer-throwing event. 

You get a bird's eye view of this 
part of the competition, looking down 
first on the hammer thrower in his 
circle and then, when the hammer 
has been thrown, of the whole field. 
To start the action, press the run 
button. If you should lob the hammer 
into the crowd or move out of the 
throwing circle, don't worry - you 
get three attempts to qualify. 

The final event in the games is the 
high jump. One touch of the run 
button will start you off, and at the 
critical moment you must press jump 
to get yourself over the bar. This is 
probably the hardest event of all but 
again, three attempts are allowed 
and if you make a good jump you 
could be in line for a new world 
record for the games taken overall. 
Track and Field is undoubtedly a 
classic video game. The games them- 
selves are exciting, entertaining 
and constantly challenging. The at- , 
tention to detail is superb. In the 
running events, for example, the 
winner waves his arms above his 
head in response to the applause of 
the spectators while the loser stands 
on the track scratching his head. The 
scoreboard is very well designed 
and easy to understand, even if it 
does contain a glaring spelling 
mistake. Graphics and sound are 
both excellent, with times and dis- 
tances spoken as well as displayed 
on the scoreborad. 

If you do manage to complete all 
the events successfully, you will not 
go unrewarded. Not only will you 



initials be recorded in the hall of 
fame but you will also find yourself 
mounting the winners' rostrum 
where you will be treated to a kiss 
by a shapely blonde. To add even 
more to the effect, the theme tune 
from Chariots of Fire is played. 

With this being Olympic year, 
Track and Field has appeared at 
just the right time and it should be in 
your local arcade now: "On your 
marks... get set... GO!". 



TIN STAR by TAITO 



Like western films, video games 
with a westen theme have been a 
little thin on the ground lately and 
Taito obviously think that the time is 
right to bring back sagebrush, 
saloons and six-shooters. 

Tin Star begins in the classic 
manner, with you as the Sheriff 



yourself entering the saloon where 
yet more baddies await with guns 
draw: 

In this scene you can double your 
points by jumping on a table and 
firing from there, although this is a 
very risky move, making you an 
easy target. There are some nice 
touches in the saloon such as the 
bottles behind the bar which break 
if hit. At the end of the scene, beware! 
fust when you least expect it, a sole 
survivor can appear from the bottom 
of the screen and he seems to have 
no qualms about shooting people in 
the back. 

From the saloon you move on to 
the stables. Here you will find your 
opponents lurking in the hay lofts as 
well as all around you on the 
ground. A good strategy here is to 
get rid of the outlaws in the hayloft 
and then get up there yourself to 





riding into town on a fine looking 
horse. Having dismounted, it's your 
job to clear the town of varmints 
who are hiding in windows, behind 
doors and on roofs. The Sheriff is 
controlled by means of a 4-position 
joystick and his gun is aimed and 
fired using a rotating knob. There is 
also a "jump" button which can be 
used from time to time. Fortunately, 
the bullets fired by the baddies 
travel so slowly that you shouldn't 
have much trouble dodging them, 
but if you do get hit you have three 
lives before the game ends. In the 
first scene, out on the street, watch 
out for rolling barrels (you can jump 
over them) and also for dead outlaws 
falling from roof-tops. If you do sur- 
vive the street battle, you will find 



continue the battle. You will see an 
oil lamp hanging above the door: 
try and shoot it down onto an out- 
law's head for bonus points. 

Between the saloon bar and the 
stables you are given the oppor- 
tunity to collect further bonus points 
by shooting a varmint as he gallops 
past at high speed. 

This is a simple and straight- 
forward game but nonetheless enjoy- 
able for that. And, whilst it's far from 
being a dramatic breakthrough in 
arcade games, it certainly makes a 
pleasant change to fight your 
opponents using an old-fashioned 
6-shooter rather than the laser 
blasters and neutron mines that are 
found on so many of today's 
arcade games. 
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TV Gamer has compiled a list of top scores and UK records 




Game 



Game No. 
(other than 1) 



Asteroids 

Astrosmash (Aquarius) 

Barnstorming 

Barnstorming 

Barnstorming 

Berzerk 

Centipede 

Chopper Command 

Chuckle Egg (BBC) 

Circus Atari 

Decathlon 

Defender (VCS) 

Defender (HCS) 

Dragster 

Donkey Kong (CBS) 

Donkey Kong Jr 

Enduro 

ET 

Freeway 

Galaxian (HCS) 

Grand Prix 

Grand Prix 

Grand Prix 

Happy Trails 

Minestorm 

Missile Command (VCS) 

Missile Command (HCS) 

Mousetrap (CBS) 

Munchkin (G7000) 

Oink 

Pac-Man (VCS) 

Plaque Attack 

Pole Position (HCS) 

Popeye (VCS) 

Q'Bert(HCS) 

Qix (HCS) 

Robot Tank 

Sea Quest 

Skiing 

Space Armada 

Space Invaders (VCS) 

Space Spartans 

Spider Fighter 

Stampede 

Super Cobra (HCS) 

Superman 

Tron Deady Discs 

Turbo (CBS Coleco) 

Video Pinboll (VCS) 

Yar's Revenge 

YaKs Revenge 

* UK and World record 



(3) 



(4) 



(3B) 



(6) 



Score 



Source 



Record holder 



77,022,030 


(Atari) 


300,250 


(TVG claimed) 


27.80 


(TVG claimed) 


49.98 


(Adivision) 


52.52 


(Activision) 


20,785,450 


(Atari) 


323,512 


(Atari) 


10,000 


(TVG claimed) 


250,000 


(TVG claimed) 


72,745 


(TVG claimed) 


1 0,078 


(Activision) 


53,032 


(Atari) 


1 0,000,000 


(TVG claimed) 


5.6 sees 


(Activision) 


1,334,400 


(TVG claimed) 


2,035,200 


(TVG claimed) 


1 days driving 


(Activision) 


3,102,612 


(Atari) 


36 


(Activision) 


60,000 


(TVG claimed) 


0:29.61 


(Activision) 


0:29.61 


(Activision) 


1 :35.38* 


(Activision) 


550,566 


(Activision) 


5,500,000 


(Vectrex) 


72,632,845 


(Atari) 


1 20,000 


(TVG claimed) 


1,280,000 


(TVG claimed) 


560 


(TVG claimed) 


62,048 


(Activision) 


6,128,619 


(Atari) 


77,745 


(Activision) 


1 28,000 


(TVG claimed) 


71 ,000 


(TVG claimed) 


68,000 


(TVG claimed) 


97,000 


(TVG claimed) 


64 tanks 


(Activision) 


484,770 


(Activision) 


27.36 sees 


(Activision) 


139,120 


(TVG claimed) 


5,300,005 


(Atari) 


194,130 


(TVG claimed) 


900,00 


(Activision) 


35,164 


(Activision) 


1 00,000 


(TVG claimed) 


23 sees 


(Atari) 


23,390,750 


(TVG claimed) 


1,000,000 


(TVG claimed) 


222,494,331 


(Atari) 


8,000,000 


(Atari) 


2,265,487 


(Atari) 



Olwen Jones 
B A Thompson 
B A Thompson 
B A Thompson 

Stuart Murray 
David Harvey 
RoySturgess 
David Harvey 
Mark Riley 

David Harvey 
Alan Carter 
Allan Thompson 
Dane Clarke 
Gordon Hamilton 

Steven Brown 
David Harvey 
RayWatfcinson 
David Ross 
Ray Watttinson 
Andrew Thompson 
Mr Warren 

David Harvey 
Allan Thompson 
Paul Sanders 
B A Thompson 

David Ross 
David Harvey 
Adrian King 
David Harvey 
David Harvey 
B A Thompson 
David Ross 
Marc Castle 
David Bond 

David Bond 
Mark Dawson 
Sai Ming Wong 
David Harvey 

David Bond 

Dane Clarke 




TV Gamer invites readers to send in their high scores 
for any screen gome. A claimed score merely needs 
to state your name, game title, system (eg Atari Home 
Computer System, Spectrum, VCS etc) and claimed score. 
A proven score will require photographic evidence, 
but will take precedence over previous claimed scores. 
We suggest using a SLR auto-exposure camera on a 
tripod with cable release, timed at V4 second. Games 



which can be "clocked" (ie the score reaches a 
maximum and then returns to zero) will only count as 
claimed scores. Additionally, games which present 
short-cuts to high scoring (eg Space Invaders, which 
can be made fo shoot two missiles at a time) will also 
only be accepted as claimed scores. 

Send your scores to TV Gamer, Top Score Desk, 
1 87 Oxford Street London VVI. 
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-A — 

f % large number of people 
spend a lot of time searching for the 
definitive computer game formula. 
But the simple truth is that everyone 
has their own idea^of what makes a 
good game a great one. 

However, although everybody's 
recipe for success may differ, there 
are certain ingredients, such as 
multiple-screen action and a cer- 
tain logical approach, which crop 
up with significant regularity in 
many of today's bestsellers. 

The majority of good games em- 
ploy the learning curve principle - 
a gamer should find a game play- 
able from the outset, but only just; 
too difficult or too easy and interest 
wanders. Games with a well- 
thought-out curve are those that 



are s craziest game 



\. 



lure the player into a false sense of 
security where he believes that he 
has finally "cracked it" only to be 
confounded by some new and seem- 
ingly impassable obstacle requiring 
new skills. Games with such critical 
curves have the effect of drawing 
the player back for more. 

It comes as no surprise then, that 
a game embodying most, if not all, 
of the pre- requisites for a software 
mega-hit has just reached "platinum" 
status, based on international 
sales. Addictive is not a strong 
enough word to describe this game; 
it should be on the restricted drugs 
list because it poses a serious risk to 
most gamers' health. 

The game in question has the 
unlikely title of Miner 2049er. Our 



hero. Bounty Bob, sets out to explore 
a series of mines (once owned by 
Nuclear Ned) in search of Yukon 
Yokan, a ruthless and conniving 
Swedish fur trapper. The ten levels 
in Nuclear Ned's mine, each more 
fiendish than the last, require new 
and more finely-tuned skills to be 
mastered before the ground in that 
particular segment of the mine can 
be covered. Only then can Bob 
progress to the next section. 

In each screen. Bob must cover 
all the ground of the mine, which 
changes colour as he walks over it. 
This must be achieved in as fast a 
time as possible, otherwise oxygen 
supplies run out and Bob turns blue 
in the face as he tragically expires. 
Any time remaining on completion 
of a screen is added to the score. 

Survival in Nuclear Ned's old 
mine is further complicated by 
Mutants - deadly organisms that 
roam around in the depths zapping 
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inexperienced explorers. Contact 
with these dastardly multi-coloured 
monsters results in a painful and 
terminal death situation. 

There is, however, one way of 
getting the better of the Mutants. 
Scattered throughout the mine are 
a Plethora of articles abandoned or 



lost by previous miners. If Bob 
claims these articles by passing 
through them, the Mutants change 
temporarily into friendly green 
fellows that should be eaten before 
they turn back to their normal evil 
selves. Although some parts of the 
mine can be navigated by simply 



avoiding or jumping over the 
Mutants, the ground in most screens 
is too well-protected by the little 
fellows. As there are only a limited 
number of objects to claim in each 
screen it is important that the time 
when the Mutants get their come- 
uppance is put to good use. 






Let's have a more detailed look at 
each of the levels, or stations as 
they are called, in order to illustrate 
some of the subtleties of design in 
Bill Hogue's masterpiece. 



STATION /-THE MINE SHAFT 



As with any well-thought-out game, 
Miner has a limbering up screen. 
Here the player familiarises him or 
herself with Bob's movements under 
joystick control. Pass Bob through 
one of the six articles in this station 
and observe what happens to the 
Mutants. It is useful to know just how 
long they are green and friendly 
even at this stage, because this 
"Mutant grave period" becomes of 
critical importance in later stations. 
Try running towards one of the 
Mutants and jumping over its head. 
You may kill off Bob with sad regu- 
larity to begin with but soon your 
timing should improve and jumping 
will become second nature. Your 
ability to judge just how far Bob can 
jump will be tested, as one part of 
this screen can only by reached in 
this way. 

Upon closer examination, the 
Mutants are seen to follow a regular 
to-and-fro, guard-dog pattern. This 
predictability of movement is vital 
in planning your strategy for each 
of the stations. Equally important is 
the path you take through any par- 
ticular station. One of the beauties 




of Miner is that each level can be 
tackled in numerous different ways, 
but always a single optimum route 
through each station has Bob pro- 
gressing to the next. Time is of the 
essence — the quicker all the ground 
in any station is covered, the more 
bonus points are awarded. So try 
and avoid covering the same ground 
twice and always be on the lookout 
for dead ends - these should be 
covered last. 

In Station 1 there are four Mutants 
to gobble. It may not always be 
prudent, however, to adopt a totally 
malicious attitude to these crea- 
tures because the time wasted in 
pursuit may lose you more bonus 
points than those you gain in catch- 
ing your prey. With this in mind, try 
completing this screen, either by 
killing all the Mutants or by ignoring 
the Mutant on the bottom of the 
station. When you can regularly 



score over 4000 points in Station 1 , 
tackle Station 2. 




All your concentration can now be 
turned to the dastardly slides that 
can thwart even your best efforts. 
Put one foot wrong and zoom! Bob 
will slide unceremoniously to the 
very bottom of the station. Certain 
facts about Station 2 will very soon 
become apparent: 

* Certain pieces of ground should 
be left uncovered until the end. 

* Those parts of the ground across 
the top of the slides can be covered 
if you are careful. 

" Head-butting a mutant can be fatal. 

Let us expand on these facts. It's a 
good policy to legislate for later 
failures by eating the two nasties at the 
bottom of the station. TTiis saves the 
embarrassment of sliding down 
directly onto one of them. Closer 
examination of the station will reveal 
that some parts of the ground con- 
tained in the slides can be stepped 
on with impunity but this is not 
necessary with the nght-hand slide, 
as you will see. This slide contains a 
block of two which can only be 

reached one way This block also 

houses a Mutant which obviously 
must be eaten before the station is 
cleared. The stone jar of cider just 
below left is a clue to this puzzle. 
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MINER2049er 




Once you get the hang of this one, 
it's really quite easy. The speed at 
which you can use the keyboard is 
important, but the most useful skill 
acquired here is learning just what 
height Bob can jump down from 
without damaging himself. 



A 



LILYPA 



IM 



This is one of the cleverest station 
designs to be found in Miner and 
requires accurate joystick control. 
Use of the "Esc" button, which freezes 
the action giving you time to survey 
the scene and plan your route, can 
be made here. The key is speed in 
jumping from pad to pad. However, 
this assumes you are following the 
correct route. Many hours of playing 
were required before we found the 
optimum route but we don't intend 
to make it too easy for you, so here 
are just a few clues: 

y Don't climb the dead-end ladder 
at the beginning. 

U The dollar bill and a little patience 
gives the chance to gobble three 
Mutants. 

QThe isolated pair of blocks in the 
middle can only be approached 
from one side. 

You should eventually be able to 
complete Station 4 with 2900 remain- 
ing on the Miner Timer as bonus 
score. 



STATION 5 .THE ADVANCED 

mawjpo L(LYPADS 



The key to Station 5 is mastering the 
complex array of slides at the top. 
Suss these out and you're halfway 
there. There are various red herrings 
in this screen, such as an attractive 
looking multi-coloured Martini, 
which has an effect far worse than 
even a Pan-Galactic Gargle Blaster! 
Other bits worth leaving alone are 
the moving platforms, and the 
candelabra which, although scoring 
500 points is a very risky option that 
also results in some of your path 



having to be retraced. A score of 
1400 left on the Miner Timer is 
respectable here. 





Not a station for the weak of heart - 
with the threat of radioactive rubbish 
constantly bubbling below. This 
screen requires accurate jumping 
onto blocks of ground and the 
moving platforms, both of which are 
essential to completion. Beware 
also of the cul-de-sac in Station 6 
from which there is no going back. 




This station has the lifts, the slides 
and the moving platforms from pre- 
vious stations and there are two or 
three really tricky spots that are 
worthy of mention: 

OThe top right-hand platform can 
be negotiated if you follow strictly 
the set of rules which became appar- 
ent when the slides first appeared. 

8 Probably the most difficult Mutant 
to gobble in the whole game patrols 
the centre top platform. There is one 
way of defeating it. This nasty was 
nearly the cause of our sweaty towel 
being thrown in, but suddenly the 
answer came from a totally un- 
expected quarter. 

©One final thing to be wary of here 
is the position in which you place 
Bob when using the lifts. This is 
crucial when transporting to level 4. 



STATION 8- THE LIFT 



A 

A combination of excellent graphics 
and sound effects makes this one of 
our all-round favourites in Nuclear 
Ned's mine - a real thinking person's 
station, which you will play at least 
fifty times before getting it right. 
Quick control of the crane, which 
need only be used four times, is 
essential. You'll feel a real sense of 
achievement when you've cracked 
this one. 



STATION 9- THE PULVERI 



This station is surprisingly one of the 
easiest to crack and really belongs 



much earlier in the game. Anyone 
who has negotiated the first eight 
stations should be able to romp 
through this one with no trouble at 
all. The critical bits are timing your 
jumps from the moving platforms 
and predicting the movement of the 
pulverisers, which should really be 
more difficult- to negotiate to be 
worthy of Station 9. 



STATION JO- THE CANNO, 



A lovely station on which to com- 
plete the first zone (there are only 
255 more!). Although the instructions 
state that none of the Mutants can 
be eaten in this station, there is in 
fact one that is vulnerable.... This 
helps a little but the real problem you 
will have to tackle is when to ehoot 
Bob out of the cannon. 

After Station 10 has been com- 
pleted, it's back to the first screen 
again, but this time the exasperating 
Mutants are moving a bit faster.... 

This game has it all and there is 
still ©ne more twist. A secret 10-digit 
code number will enable you to 
enter any of the 10 stations out ol 
sequence and totally at will. What 
is this magic number? Well, all we'll 
say is that it's there.. ..you just have 
to find it. Write in and tell us when 
you've cracked it. 



NB. HORSES FOR COURSES 



This article is based on the Atari 
Home Computer version ol Miner 
2049er. which was onginally written 
for this machine, and some of the 
game-play is peculiar to this version 
only. However, there is much com- 
mon ground between the Alan Home 
Computer and, say. the Atari 2600 
version (3 screens, incorporating 
slides, transporters and the cannon), 
or the Coleco version ( 1 1 screens, 8 
from the original version plus 3 new 
ones). 

A company by the name oi Micro- 
Fun have just finished the conversion 
for CBS, who should be releasing it 
later this year. There are numerous 
other versions for other computer 
systems, each distributed by dif- 
ferent companies, not all of which 
carry the same title, so keep your 
eyes peeled. D 
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with accurate control from Suncom 





Compatible with 

Alan CX2600 Game System* 

Alan Personal Computer Systems* 

Commodore 64 & Vic 20 Computers* 

An adaptor (sow separaiety) is available tor 

Texas Instruments Tl 994A Computer' 

Adaptor Model No. 11060 

I T'ado Man* ol lite imWttum continvii 



Beating the game requires positive 
response and fast accurate control. 

That's why beating the game requires 
Suncom from Consumer Electronics. 

A range of 3 quality joysticks all with 
arcade-style features plus Joy Sensor, 
the ultimate, with precision touch- 
sensitive control. 

No stick to move, no resistance to 
movement. 

Together with a range of C.E.L 
Adaptor leads, they're compatible to a 
wide range of machines. 

Check them out at your dealer- 
Ihey're sure fire winners. 

For details of your nearest stockist 
contact-Consumer Electronics Limited. 
Failsworth, Manchester M35 OHS. 
Tel: 061-682 2339. 



Suncom 



from Consumer Electronics. 



As your child™ 



so can your 



i 




600XL Home Computer. 



If you're buying a home computer then you've 
probably got one major worry. That your children 
will soon grow out of the system you buy 

With the new ATARI 600X1.'" you need have no 
such fear. Because the ATARI 600X1. was not just 
designed as a home computer, its designed to build 
into a complete computer system. 

As your children's knowledge of computers in- 
creases, so can their home computer, simply by add- 
ing any of these extras which will be available soon. 



Program Recorder. The inexpensive way to 
store extra programs,and use the unique Atari sound- 
through system. 

64K Memory Module. Increase the memory 
from 16K RAM to a massive 64K HAM. Important, as 
the more memory it has the more it can do. 

Touch Tablet. Creates complex on-screen 
graphics by allowing you to draw on theTV screen 

Trak Ball™ Controller. For a better and more 
sophisticated arcade style game control. 



v en get bigger 

Atari 600XL. 




Super Joysticks.Givesvou a greater competitive 
edge over your games. 

Colour Printer. You can print out your own four 
colour electronic designs and programs. 

Dual Density Disk Drive. Increases your 
capability by givingyou fast access to data, as well as 
an efficient expanded storage system. 

80-Column Dot Matrix Printer. TI lis is for more 
complex applications with fast telex style print-outs. 

LetterQualityPrinter.Changesyour computer 



Letter Quality Printer. 



into a sophisticated word processor; producing as 
many top quality prints as you want. 

Of course, you won't need them all now. \bur 
children have first got to learn to master the computer 
itself. But when they have, and believe us 
they will, the ATARI 600XL can handle it. 

For more details write to: Atari 

International (UK) Inc.PO. Box 407. 

Blackhorse Road,] ondon SE8 5JI I. ATA PI 
Hie new \lari XL home computer system. #%l#%l\l 

I'M, i. indniurfrMU tfwilni I m OU«ndtkd*nRw ml K >•>•■ M IHlflOOXI i nwihlrwwli OAW W0«rf800|«w» 11 
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octave* 



Expandable 
(inducing 




Bargain or burden? 



Texas Instruments launched this 
micro several years ago with a 
very high price tag. Since then, 
this potentially superb home 
computer has diminished in both 
price and popularity. Why? It's 
difficult to say for sure, but my 
theory is that gamers iound it too 
expensive for a games machine, 
and businessmen saw it as too 
much of a "kiddy" computer. This 
was because the Tl 99/4A was 
adopted as the micro used to teach 
primary school children the basics 
of computing in many American 
schools. With the aid oi the 
computer language "LOGO" and 
"Turtle" graphics, very young 
children were able to draw quite 
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Unbeknownst to mere mortals Texas Instruments 
decided to withdraw the Tl 99/4A from the market some 
months ago, and many Christmas shoppers, attracted by 

the under-£100 price tag unwittingly helped the 

company to clear out its old stock. Today this computer 

is becoming quite difficult to buy and so we're aiming 

our review at new Tl owners who may be thinking 

they've bought a naff system. Far from it, says Darrin 

Williamson, the Tl 99/4A will soldier on. It is still an 

excellent first machine. We're offering readers one in 

our Double Prize Quiz on page 20. 



joystick controller. The 48-key 
keyboard is full stroke and not 
thump-sensitive (thankfully), which 
makes it one of the cheapest 
micros around with a decent 
keyboard. The problem with the 
keyboard is that each key has 
several functions (Spectrum 
fashion). This will inevitably slow 
up a trained typist almost as much 
as a thump-sensitive keyboard! 

The expansion possibilities are 
quite good, thanks to a large 
expansion box which houses such 
things as memory expansion 
cards, modems, disc drives etc. 
The mains transformer is a lot 
smaller than most and. wail for it 
folks, actually comes with a plug 
on the end (one of the few that do). 
It can be used with either a monitor 
or a conventional TV with the aid 
of a separate modulator. Both of 
these plug into the back of the 
micro so, theoretically, the 
computer and the software itself is 
multi -standard. 



complex TV pictures with relative 
simplicity. 

Now. however, the Tl 99/4A is 
priced at around C90-E100, which 
is extremely good value for money 
- or is it? Does the Tl represent a 
bargain to the gamer or merely a 
burden? 

Firstly, let's take a look at what 
you get for your money. The 
computer itself has 16K RAM and 
will accept ROM or tape software 
straight away, but a special tape 
recorder and lead are required 
(price £44.95). It will take joysticks 
but only the official Tl type, unless 
you buy an adapter lead from 
Suneom which will allow you io 
use any standard Atari style 



THE GAMES 



Tl have under their banner most of 
the classics, such as Space Invaders 
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SYSTEMS 



and Pac-Man (in rip-oif iorm), as 
well as some rather novel games 
of their own - like Moonmine (more 
about that later). The Tl 99/4A is 
also one ol the few micros to 
feature voice-synthesized games, 
thanks to the Voice Module (an 
optional extra), which plugs into 
the side of the machine. This gives 
certain games the ability to talk 
back in the same way as the 
Intellivision's Intellivoice module. 
Currently, there are three TI 
games that utilise the Voice 
Module. Nevertheless, all three 
games can be played without 
voice, since very little information 
is given in this way and it's 
displayed on-screen anyway. 
Generally speaking the more 



recent Tl games are best. Some of 
the earlier games certainly lack the 
graphic quality that this system is 
capable of. However, there are 
some very good games around, 
such as Parsec, a sci-fi shoot 'em 
up (voice compatible), and 
Moonmine (voice compatible 
again), which is a 3D tunnel game 
in which you must zap nasties and 
collect earth treasures. 

On the subject of treasures, the 
Tl 99/4A doesn't have a bad 
selection of adventure-type games. 
They range from upgraded maze 
games such as Escape from the 
Wumpvs, to the Scott Adams 
Adventures which have become so 



popular with owners of other 
computers. 

The TI 99/4A really comes into its 
own with the combined cartridge/ 
tape games, such as Tunnels of 
Doom - a graphic adventure game 
which kept the staff of TVG amused 
for hours. The cartridge holds all 
the parameters within the game - 
the factors which don't change - 
for example, the objects to be 
picked up and the foes you'll 
encounter. The tape just feeds in 
all the information that is different 
in each game, such as the contents 
and position of each room. This 
combination means that the 




£14.00 
£10.00 
£10.00 



are or der: 



Games 
in the 



following 



TITLE 

x\n of mi 

* ftdventure 
ft B FullY graphic 
adventure 

ftT Hainly text 
adventure 
I Coebat 
Ct Cliebino, 
D Driving 

H ««■ 

5F ScHi 
SIB Situation 

SK SkiU 
SP Sport 

PRICE 
Recoeaended, or 

P rice ' i*. 

tftpproxiMti price 



PK Itan W 
Picnic Paranoia 

Protector 11 W 
Robotron 208* 

Starqate 



isto 



£19.99 

£19.99 

£19.99 

£19.99 

£19.99 

£14.00 



usual r 



etail 



£32.« 
£29.00 

£32.40 

£32.40 

£29.00 

£32.40 

£29.00 

£29.00 

£7.95 



Apex 

Boeber 
Chalice 
Forbidden City 

Haunted House 

Pilot 

Sorcerer's Castle 

Tl Trek 
Atari so+t 

Centipede 
Difmdir ISF> 

Dig Dug ISK) 
Donkey Konq < cu 



£4.93 
£ 4.93 
£ 4.93 
£ 4.95 
£5.93 
£ 4.95 
£ 4.95 
£5.95 



£19.99 
£19.99 
£24.99 
£24.99 



Cosffli 
Slinky 

Creative 

Software 

Atbttlinci IS« 
Cri5 is Mountam f» 

Driving Deion in 

Henhouse <SK) 

W* ?\i (Hi 

Rabbit Trail W 
Schnoxola Ittl 
St Hick W> 

Data Force 

Kippy'»Niqhtiare 
^tended Software 

Bouncer 

Konq 
Diablo 

S.«i Pack 3 iKona 
Bouncer, Roeeo) 

Fantasia 99 

m Control/Froqlet 

fF f Software 

FFF Asteroids 
Shuttle Coeeand 

inter soft 

Defend the CltiH 1 



6alactic fiuMlow 
Hiteor Store 

intrigue 
Software £ 

ftdventuretania & ^ 

Hani a £5i 95 

Transylvania 

Kuhl Software ^ 

Data Rescue ^ 

Lantern 

Battleetar Attack 
Black To«r 
Blaiteroidi 

Boebs A«ay 
Builder /Wneneld 

Character Senerator 

Daddies Hot Rod 

Hop It 

Hunchback Havoc 
Operation Hoon 
Piarl Diver 
Runner on Treiton 
Scroleaster 
Torpedo Alley/Ascot 



Eb.95 

£5.95 

£3.93 

£3.93 

£4.95 

£4.93 

£3.93 

£6.93 

£3.93 

£6.95 

£3.95 

£5.93 

£6.95 



£7.95 
£8.95 

£14.95 



£3.95 

£12.00 
£12.00 

£14.00 



Stakes 

Troll King 
Lizard 

ftrena 3 
Pinball /Cubits 
Tor tent 

Maple Leaf 

Devil Crate 
Hano-BUder Pilot 

Happy "ath 

Sky Diver 
Mikro-Gen 
Hines o4 Saturn/ 
Return to 



£5.95 
£5.95 

5.95 
£5.95 
£5.95 

£13.00 
£13.00 
£10.00 
£13.00 
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TI9a4 

Bargain or burden? 

adventure games have great 
potential (lor a 16K machine). 
Atarisoft are also producing games 
for this system, which on the whole 
are as good as the Atari HCS 
games. These include Pac-Man, 
Donkey Kong and Defender. 

The Tl 99/4A looks as though it 
still has a reasonable future ahead 



of it, since neither the software 
houses nor the owners clubs have 
left It for dead. (There are two 
"official" clubs - the addresses are 
given below.) After-sales service 
should be continuing as well. A 
Texas Instruments spokesman 
assures us "there will be a warranty 
service for years to come". 
And since there are between 
100,000 and 150:000 machines in 
use, it would be unwise for the 
software people to axe their range 



of games for this machine. So it 
looks as though there's life in the 
Tl 99/4 A yet! □ 



Millers Graphics 
Battle over Tifn JJJ 
The Crazy Fun House IJJ 

Biackb.srd. irnwri II* 



Roach Software w 

W Flint* nM0 

Qutlsnd 



Norton 

Attack K»n 
Crow Country Car 

Rally 

Lunar Under 
Miic Synthesiser 

Star Trek 
Super Frogger 



£13.00 
£13.00 

£10.00 
£13.00 
£10.00 
£13.00 



Ant W»rs »' „ ,5 

Crosses lSKl 

KM Sanh Iftr" « w 

Nut o« IrW «> £7,TO 

S,n,oku (M* £7iW 

«»r»ir«> IC1 
Ship , ! Itotttl on 

Tickwrld IW - 

Treasure Trap <A> gj 

Hintjlntj it 81W „ 

99 'Vadtrs tSF) 



£5.00 

£6.00 

£8.00 

£8.00 

£8.00 

£5.00 

£7.00 

£8.00 

£6.00 

£5.00 

£5.00 

£5,00 



Pewter ware 

Blugriu Sieepstake 

Challenge Poker 

Decathlon 
Soblin's Revenge 

Hatch Mitt 
Up Periscope 

p S Software 

Crazy Cavtr 
PS Pesteroids 
Space Rescue 2 '° 
KonkapUUr 



£7.00 

£7.00 

£7.00 

£7.00 

£7.00 

£7.00 

£7.00 
£11.00 
£11.00 
£7.00 



Stainl 

Battleships 

Beetle 
BralntnUttr* I 

Briintwlittrt 2 
Braintaisters 3 

Death P*rk 
61obil Rescue 

Brail Quest 

Uhotep 

Invasion 

tm 

Lunar Base/ 
Torpedo Fire 

*r Frog 

m k Honsters 

Might Flight 

The Pit 

Plamt Destroyer 

Quadrablitz 

Quicker ftwrtv 

Roo 

T.M.T. 

TrogMn 

larquon 

30 R«e 

Temptation 

House o< Bugs 
Tank Battle 
Bptciil Hlssion 

Texas 
Instruments 

ftdvtnturi IW 
ftlpintr ICU 
ft-Haie-lng W 
Blackjack V Poker 18K) 

Blasto (CI 

Chisholi Trail H 
Connect Four <SK> 
Hangwn IBK) 



£7.00 

£7.00 

£6.00 

£6.00 

£6.00 

£6.00 

£6.00 

£9.00 

£7.00 

£7.00 

£5.00 

£6.00 

£6.00 

Software 




Hunt IK **» l8K1 
Hustle W 
indoor Soccer Wl 
Hind Challengers Wi 
Hunch ««n ISK) 
Oldies but 

6oodies 1 
Oldies but 

Goodie* U 
Othello 18K1 
Parsec *8K) 
Pirate Adventure lil 

The ftttack «j> 
Tl-lnvaders (SF) 

TM b.tont City W 
Tunnels ot Dooe IW 
Video Chess «D 
Video Bans i WW 

Yahtxet ISK) 

T l imagination 

Thorn EMI 
Carter I* (J) \ ] 
River Rescue IN 
Subssrine Goosander IC>£ 1 



Tiger 
Electronics 

Hiner 20«er ICU 
Springer ICU 
Polaris 10 

Titan 

Sopher 

Virgin 

Robopods ISF> 
Fun-PK 1 WK) 
Fun-P»c 2 W 
Fun-P.c 3 tSK> 



E28.75 

£28.75 
£28.75 



£6.95 
£6.95 
£6.« 
£6.95 



We lcom Software 

0lhll !° Mr. ».W 

Toad Graphics ^ 

DlY*d 



30 



TV GAMER MAY '84 



SYSTEMS 




(((.((«(« I'M 





i 




I 





KEYBOARD - Full ttruM, " 

; &UMF1WH COBBLE - H. 

INF 1 



3.5 



1 



Rfttl »38K 




Sharp's new 700 series computers caught Darrin 

Williamson's eye at a show recently. Here's his assessment of 

the system. His conclusion? It's got great potential. We're 

offering readers one in our Double Prize Quiz on page 20. 



, Uer loading BASIC) 
CPU - 2B0A Clock sp«d 

»*""" , » 24 lie*- 



text dispUY 



40 column 1 
SOUND - I Chann 



el 



Don't be surprised if you've 
never heard of the Sharp MZ- 
700 series. I hadn't until recently 
and I certainly didn't think that 
there were many games lor ft. * 
However, as our list shows (see 
page 32) there's quite a selection 
floating around. So, it does seem 
like a good idea to take a look at 
this system which is relatively 
unknown in the games field. Could 
it be that there's a wonderful 
games machine that no one knows 
about? 

TV GAMER MAY '84 



Unfortunately not yet. Firstly, 
though, let us look at the machine 
itself. Sharp are to be commended 
for the appearance of this 
machine. Il looks like a very 
professionally made piece oi 
hardware. There are three models 
in the 700 range: the MZ-7 1 1 . MZ- 
721 and the MZ-731. All these are 
internally the same, the only 
difference being the number of 
built-in peripherals each has. The 
71 1 has a built-in tape device and 
the 731 has the tape drive as well 



as a pen-plot printer, which uses 
small biros to draw on ordinary 
paper (very good for graphs and 
chaTts but very slow when 

Continued on page 50 
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Continued from page 3 1 



MZ 



oo 






KUMft SOFTWARE ^ 

Beginners Chess fi ^ 

Bug Upper £ 7.95 

Castle Quest £ 9>w 

Wf lU 2U £ 6.95 

Electron T&u -« 

M Nrt l^«r., t »■« 
Evitlan, 6un, IriH, 

§ au«t 

KNXBHTS SOFTWARE 
Bo .b Run and Coseic 
Invasion 

Crlbbage 
Exploding ttOM 
Balactic invaders 

Greedy ►•*» 
Knight's Castle 

Othello 
Rescue Plane 
Space Invaders 
I turd's Castle 

sHA BFSOFT 

Alien Ego, 
Alien invasion 

Attack Force 

BackgaMon 
Black Jack 

Bug Blaster 

Caesar's Invasion of 

Britain 
Chess 
Civil Wr 
Conflict of the 

Vortex 



£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£9.95 

£5.95 



£5.95 

CosiK lap 

Cribbage 2 £895 

Bark Star ^^ 

Eliiinator I & ^ 

E«pir* 2 £5i9 5 

Fire *? Muck «- 95 

Balactic Attack 

Grid Bugs ^ 

Haunted House 

invader Revenge ^ 

juggle Kong £5t95 

Ladders £B 95 

B „ican ftdvmture JJ 

Hoon Rescue ^ 

nyriad £5i9 5 

Outlmer 

Painter 
Proteous 1 

R« d £5.95 
Road Frog 

Rope Runner „ 

Rubik'sCube 5 

The secret Kingdo. ^ 

World Cup £3i 95 

yahtiee 

SOLO SOFTWARE 

Ace Racer 

Aladdin's Cave 
Anthill Raider 
Apocalypse 
Attack-a-Tank 

Brickv 
Channel Tunnel 

Chess 
Cbock-a-Block 

Cowando Plain 
Coiput-a-Slot 

Conveyor 
Doiinatlon 



Dragon Caves 
Encounter 

Fighter COM*' 

Fitherean Fred 
Five-i-Sidt Soccer 
Flate Quest 
Frogger 
Fun Pack 

Ga« o* Truth 

Global «ar 111 

6oH 

Bold Winer 

Headache 

Ice Marriors 

Inca Bold 

Kentucky Derby. 
Later Blazer 
Lightning Patrol 

Hi das 

(fountain Rescue 
Httlti -linguist 
Highteare Park 
Para Shoot 
Polaris 
Rocket 

SAS Attack 
Safe-Cracker 

Scoop 

Snaker 
Space Chase 

SUr Tr6k . m 

Super BiorhYt* 

Super -House 
Three Card Brag 
To.bs of Karnak 
Tracker 
Trucker 
Up Vouri 



sH*«??° r 



. f /i* 






y_ 4 1 



erf 



fcUl*^ 



RVMa 



kUM 






*x 



i 1 



G&0® 









„M^' 
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A SUPERB RANGE OF GAMES SOFTWARE FOR 




SPACE B\NIC- £795 



begin ncr'slevelu 
rfroflsovi 
boat lu raft to 



ajfcnn one* thry are caught The i Tiuit fall 

GneMwu 

aider cross and t* 

i .r Kcylxurt-. 



GAbV0ANS-,£7.95 

■ip<f- Buchme-code wmon of th« f>ipuLn 

must be 
will 

n 

keyboard control 




BACKGAMMON - £795 

■ bond 
dd{UiiulIht computer Simpk tu 

:iMnjctKim(orth«hi v t£i> 

ire enperknctdpli 



NIGHTMARE R\RK-£6.95 




nilhway*loth<c> 

muMnnuinij 



■ rw :-r ■ i; I SHirs w'.thovfp 



FIGHTER COMMAND - £6.95 



•jniiutrumirntiwhtrr 

rnn^radjTUnjenjml 
Lheywill 



CHESS - £955 

>:innrrthmnflh In I her 
*lmJ player, th;s Cheupmlramni din 

alul 

ihi i vouflct uHis 



•■ • r ^^H^^V I^^T* "1 iJlp 


■ 1 






i 




^—** 






XANAGKAMS-£9S5 

jrrjskcdiojiuesAi 
blotto on the screen inacru 

liter will . 
heftnl letter If >mja*li 

■ be 
■of HmII 



LIGHTNING PATROL - £3.95 

rwktalhi RAF« 

airtas* Voir must n m ptan* I 

■ Ummunu- 

lytiicko* 









PLUS AN EXTENSIVE RANGE OF OVER 100 GAMES, 

BUSINESS AND EDUCATIONAL SOFTWARE FOR THE SHARP 

MZ 700 SERIES-FREE COLOUR CATALOGUE MAILABLE 



lllMrfc 

MAW 

mm si LSKH \u tun* flY 



mmmsmmm 
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95B BlackpoleTVading Estate West, Worcester Telephone (0905) 58351 (24 hrs) 
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t Atari's incredible 



Horv 




the game with his 



by-step guide to reaching th 



nd now for frustrated 
Haiders players! Here is a step-by- 
step solution for completing Raiders 
of the Lost Ark in a very short time. 
Raiders is a race against time: you 
must follow the instructions with very 
little hesitation- Therefore, it is wise 
to go through the instructions and 
experiment a few times before starting 
out on your actual journey to the Ark. 



If possible, get a friend to help you, 
and if one is not handy at the time, 
walk out into the street and grab the 
first person that comes along. If he 
or she reads TV Gamer this is an 
added bonus! 

1. Reset the game and keep 
your ringer on the controller button. 
As soon as the pedestal shrinks to 
the bottom you will appear in the 



Entrance Room. Pick up the whip and 
go down into the Market Place. 

2. Buy a parachute and go and get 
the grenade from the basket. 

3. Exit from the Market Place at the 
centre of the screen. This way you 
will not collide with the snake in the 
Entrance Room. 

4. Leave the grenade at the right- 
hand side of the Entrance Room and 
return down into the Market Place. 

5. Go back up to the centre of the 
screen into the Entrance Room and 
go through the hole in the wall to the 
Temple of the Ancients. 

6. You are in the Temple Entrance 
Room. Pick up the time-piece and 
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take the bottom right turning into the 
Room of the Shining Light. 

7. Use the whip for knocking your 
way out of the dungeon. The best 
way to do this is to move down until 
only half of Indy is visible and whip 
to the right. There will be a hole just 
big enough for Indy to duck under 
and get out (the same procedure is 
used for the left dungeon except you 
need to reverse the movements). 

8. Go to the Treasure Room by 
standing at the far right-hand side of 
the screen and horizontally lining 
yourself up with the two obstacles at 
the top of the screen. Move right and 
you will now be in the Treasure 
Room. 

9. Pick up the coins and the hour- 
glass and go back into the Room of 
the Shining Light. Knock your way 
out of the dungeon. 

10. Go back to the Treasure Room 
and wait until one o'clock. Drop the 
time-piece and pick up another lot 
of coins and the Ankh. 

1 1. Go to the Market Place by taking 
the bottom left exit when you get to 
the Temple Entrance Room. Drop 
the whip. 

1 2. Go to the basket where you got 
the grenade, wait for the Head of the 
Staff of Ra to appear and be very 
careful of the snake. 

13. When the 'Head' appears, select 
the Ankh to cross the Mesa-field. Do 
this by simply pressing the button. 
Cross the field until you reach the 
bottom Mesa and when you do so, 
drop the Ankh. Be careful the selec- 
tor dot does not land underneath 
the hour-glass. 

14. Centre yourself on the Mesa 
and walk down. You will now be on 
a thin piece of land with air all 
around. Walk down again until you 
are in a room with lots of little things 
running about inside (be very care- 
ful you do not run into one of them). 

15. Go to the bottom of the screen 
and keep walking along until you 
find yourself in the Black Market. 
When this happens, buy yourself a 
shovel and go and stand on the 
basket at the right side of the 
screen. Ignore the grenade and 
wait for the key to show up, but be 
on the alert for when the key shows 
up you will have to do a bit of spon- 
taneous thinking and running. 

1 6. Move right and go into the Room 



LOST MM 
SUPPU *. «» 

PWCfc BJT 

f 0WAtf- VCS , 
Sounds 



of the Greedy Thieves. In the middle 
of the screen you will see a patch 
that has been totally blacked out. 
Move right into the patch and as 
soon as the last bit of Indy vanishes 
move up into the next screen onto 
the thin piece of land (again, be 
very careful of the thieves - they 
could spoil the day). 

17. The sun will just about start to 
rise. Enter the Map Room with the 
key and stand in the dead centre 
- the emphasis on dead is very impor- 
tant, as if you do not you will find 
Indy dead. 

18. Select the Head to the Staff of 
Ra and the location of the Ark will 
be all yours. Memorise the Mesa and 
select the key to get out. Go to the 
Mesa-field and select the hour-glass 
(you are nearly there!). 

19. Go to the Mesa that the Ark is 
located in and drop the hour-glass. 
Select the parachute and jump off 
the Mesa. As soon as you jump, 
press the button and activate the 
parachute. Guide yourself into the 
slot in the Mesa-side and quickly 
drop the parachute. 

20. Avoid the thieves and select the 
shovel. Dig the pile of dirt eight 
times by walking back and forth 
through it, and then enter. You have 
now successfully completed your 
task - you have found the fabled Lost 
Ark of the Covenant!!! 

Finding the Ark is quite an 
achievement but is not the end of 
the game. As you probably know. 
Raiders ol the Lost Ark is crammed 
full of Easter Eggs and secrets, and 
one peak of perfection is getting the 
pedestal at the very top of the 
screen with the programmer's in- 
itials alongside. 

Here is a list of some secrets you 
can try out and an invitation for you 
to look out for more. 



The far right-hand side of the 
Treasure Room and the Market Place 
are safe spots where Indy can stand 
without making contact with the 
snake. 



MYSTERIOUS DOT 



If you leave the grenade in the Black 
Market {anywhere except the strip 
in the centre) and go right into the 
room with the thieves running about 
inside, you will see the grenade in 
the exact location it was left in the 
Black Market. It will vanish if you 
use the whip or the revolver, of if you 
let go of the Ankh or the hour-glass. 
If it is in the path of a thief, .he will 
steal it. 



IX B 



EXPLAIN AB 



Take your revolver and go to a lo- 
cation where the lowest point that 
you can get is Indy's hat showing. If 
you shoot it in an upwards direction, 
the bullet will come from the centre 
of the screen. This will happen 
wherever you are standing. 




If you use a grenade Inside a Mesa 
or in the room below the thin piece 
of land and stand at the top of the 




Rubber Indy 

screen, when the grenade eventu- 
ally explodes Indy will stretch the 
length of the screen. 



THE ROCK 



A lot ol you are probably wonder- 
ing what use the rock has got in the 
game? Well, the answer is it doesn't 



TV GAMER MAY '84 




35 




of the 

lust mm 

seem to have any use but looks can 
be deceiving. Ii you can get the 
snake to go exactly through the 
crack inside it, the rock turns into a 
large blue Chai and Indy turns into 
rather small dots. 

ODD HAPPENINGS 

Here are a few more things for you 
to try. 

Select the Ankh and transport your- 
self to the middle of the Mesa-iield. 
When you have done this, go to the 
Mesa at the immediate right of the 
one that you are standing on and 
get as close to the border of the 
Mesa-held as you can (when the 
grappling hook starts flashing inter- 
mittently you will know you have it). 
Drop the Ankh and move right into 
the border. You can now walk up 



Walking down the edge of the Mesa- 
field; note the mysterious dot 

and down the Mesa-field as freely 
as you like (this can also be done in 
the Market Place and in the sur- 
roundings of the thin piece of land). 
As you walk up and down the screen 
you will encounter a mysterious dot 
(number two) on various Mesas, for 
which so far we've found no use. 
We will leave you to do a bit of 
experimenting on your own with 
this one as lots more strange things 
can be found - for instance, a one- 
legged, black-cloaked thief in the 
Valley of Poison and collecting the 
revolver from the grenade basket in 
the Market Place. 




Just in case you get lost wandering through 
Indiana Jones' special world, we've made a 
map to help you find your way. Some of the 
rooms are covered in Dave's earlier article 
in our last issue. This time he's concentrated 
on explaining the quickest route - the 
arrows show the right way to go and the 
numbers relate to those featured on pages 
34 and 35. 

START HERE 



U 




ENTRANCE 
ROOM 







MAP ROOM 



BLACK MARKET 



ROOM OF THE 
GREEDY THIEVES 





36 



TV GAMER MA Y '84 






LOST ROOM OF TANUS 





SPIDER ROOM 




WELL OF SOULS 



VALLEY OF POISON 
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Continued from page 37 

Pick up six objects and go and 
stand on the Chai. if you stand on it 
in a certain position you can form 
the shape of a key. Could this be a 
clue? 

If you are in a Mesa and a thief 
takes one of your objects you can 
retrieve it by simply shooting into 
the pile of dirt. 

If you drop two bags of coins 
whilst standing on the rock, black- 
cloaked thief, basket. Mesa-thief, 
the pile of dirt or the hole in the 
Entrance Room wall you will re- 
ceive a dot (number three) which 
we have so far found no use for. If 



you try and let go of it the game will 
reset and start from the beginning 
and if you try and let go oi it when 
there is an object above, the screen 
turns totally black. Atari say this is a 

clue. 

There are many more things to be 
found on Raiders and here are a 
few to look out for. A rather large 
white key in the Entrance Room, a 




Walking down the side of the map 



room. 



Yar {Yar's Revenge) on the flying 
saucer Mesa (which you must do a 
sequence of things to get, claim 
Atari), besides the Head to the Staff 
of Ra, another extra object (which 
can be seen on the inventory strip 
on the box), and, of course, the 
famous HSW2 signature. It has also 
been rumoured that there is also a 
Yar in the Black Market and that 
one flies up if you get the signature 
up at the end of the game. Also we 
have heard that if you are in the 
flying saucer Mesa at a certain time, 
the thieves will turn into little ETs. 

If you have found anything strange 
or untoward in playing Raiders of 
the Lost Ark {or indeed any screen 
game) a secret or otherwise, drop 
us a line at TV Gamer. 

A sequel to the game is already 
planned which will be entitled 
Indiana Jones and the Temple of 
Doom and have no doubt: it won't 
be easy! 
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ATARI 400/600/800 
MA TTEL INTELLIVISION 
COLECOVISION TEXAS TI99/4A ATARI VCS 



,ukp* 



»CE £32 
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E Cr E ENTERPRISES LTD 
COMPUTER AND T.V. GAMES HIRE LIBRARIES. 
JOIN THE PREMIER LIBRARY IN 1984. 

We have a superb selection of software and video games for all the above mentioned systems. 

Join us now and enjoy games such as Alpha Beam, Battlezone, Robot Tank, Wing War, ^ 
Popeye, Beam Rider and Super Cobra, for only a fraction of their purchase price. '•'*• 

WHAT DOES IT COST? X ' ° ** * 

Our rental costs are from 20p a day, and the initial LIFE MEMBERSHIP 

fee is only £10.00. Please note, there are no postal charges and 

no hidden extras. ^^O'V^'^^ 

DO WE SELL NEW GAMES, HARDWARE AND ACCE88QmE8?^ f j^^V^^ s ^vC^$ 

Indeed we do, and at excellent discount prices for our members!!^ <f%$ « v ^ < >^0°^ v dAfc^%A 
Tick the appropriate box if you wish to receive details. ^ S j^ fi ^ > x$*%fi ■&&&<& <^t 
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Dave Trutzenbach's bugbear has been to break 



1,000,000 in this tough maze game. 




e of the best maze games 
on the market, Lady Bug has all the 
fast action most of us can cope with 
from a maze-type game. The aim of 
the game is to manipulate your 
Lady Bug around the maze and 
through the turnstiles to eat the 
daisies (dots). On your travels you 
will encounter hearts, letters, skulls 
and predatory insects. Taking them 
in that order, lets look at their ad- 
vantages and their dangers. 



HEARTS 



These will change colour several 
times throughout each level - 



namely yellow, blue and red. Eat 
the hearts when they are yellow 
and for each one you will gain 300 
points, eat them when red and you 
gain 800 points. When they are blue 
you will gain only 100 points for 
each one, but if you manage to eat 
all the hearts when they are blue 
your score will be multiplied by five 
for every daisy eaten, i.e. one daisy 
is normally worth ten points when 
eaten but increases to 50 points if all 
the hearts have been eaten when 
blue. Eat two blue hearts and the 
daisies increase to 30 points each — 
if you manage only one blue heart 
each daisy will be worth only 20 



points. The indicator in 
the top nght hand side of the 
screen will tell you how 
many blue hearts you have 
eaten. 



LETTERS 



These also change colour at the 
same time as the hearts. Their func- 
tion is as follows - if you eat them 
when they are yellow you can. over 
the course of several levels, spell 
out the word EXTRA and this will 
give you an extra Lady Bug. When 
you eat the letters when they are 
red, you will eventually spell out 
the word SPECIAL and you will 
then be transported to try your luck 
at the Vegetable harvest. This is just 
a maze screen - there are no preda- 
tory insects to chase your Lady Bug, 
there are no daisies to eat, and no 
skulls to bump into. Vegetables will 
appear at random on the screen 
and your aim is to pick up as many 
as possible in the time allowed. This 
will gain you a lot of bonus points. 

It is for you to decide whether to 
go for EXTRA or SPECIAL. These 
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All the daisies are picked - the screen 
will now change up to the next level. 

are also displayed on the top right- 
hand side of the screen. The skulls 
will destroy your Lady Bug ii you 
bump into them. They will also des- 
troy an insect it it comes into contact 
with them. 




The Lady Bug is about to chomp some 
nice blue hearts. 

The insects, four on each level, 
emerge one at a time from the 
centre of the maze, from what is 
known as the Bug Box. Trie insects 
appear from the Bug Box each time 
the timing border completely 
changes colour. The timing border 
runs round the outside of the maze 
and changes from white to green 
and then back to white throughout 
the game. 



VEGETABLES 



When all four insects have emerged 
from the Bug Box and are chasing 
your Lady Bug, a vegetable will 
appear in the Bug Box. You must try 



N ^E: LADY BUG 

SUPPLIER.CBSELECTRONICS 
PRICE: £29.95 

FORMAT: COLECOVISION 
RATING Value 3 

Graphics 3 
Sound 3 

Gameplay4 
Arcade 4 



to eat this. There is a different 
vegetable on each level. On the first 
level it is a cucumber and will earn 
you 1000 points every time your 
Lady Bug manages to get the Bug 
Box and eat one. The value of the 
vegetables increases by 500 points 
on every level. The first six veget- 
ables are below - it is up to you to 
find out what the next 12 are! 
Level 1 - Cucumber - 1000 points. 
Level 2 - Egg Plant - 1500 points. 
Level 3 - Carrot - 2000 points. 
Level 4 - Radish - 2500 points. 
Level 5 - Parsley - 3000 points. 
Level 6 - Tomato - 3500 points. 
After level 18 the last vegetable is 
repeated. 



SKULLS 



These can assist you or be your 
downfall. As mentioned before, if 
your Lady Bug bumps into them 
you will die and a Lady Bug skel- 
eton will appear, accompanied by 




A carrot in the box! Note how fast the 
four bugs are whizzing around to 
prevent Lady Bug from getting the 
vegetation. 

a death tune which you will get to 
hate! The skulls can also help you, 
however. If you are cornered by an 
insect, try to get the skull between 



the insect and your Lady Bug and 
lure the insect towards it. When he 
comes into contact with the skull, he 
will die and return to the Bug Box. 
But, remember, once the timing 
border has changed colour he will 
emerge once again to chase your 
Lady Bug. In' its place as it comes 
from the Bug Box will be another 
vegetable waiting for you to devour 
it. Only two or three skulls appear 
on the lower levels. At higher levels 
more skulls will be positioned around 
the maze so you have the chance to 
earn more bonus points. 



Wart for insects 
to go in here 



Get your 

Lady Bug here 




The bugs stay dormant in the position 
shown, and also at a similar place on 
the right-hand side of the screen. 



INSECTS 



There are "eight different types of 
insects in all. At first, four identical 
insects appear on each level from 
one to eight but after this you get 
four different insects on each maze. 
Each insect moves differently, so 
beware and watch out for their 
funny little ways. They also move 
much faster on the higher levels. 

Their are only two ways to get to 
the next level. One is to eat all the 
daisies, hearts and letters. The 
other way is by spelling out the 
words EXTRA and SPECIAL. 
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MAKE GREAT GAMES... 

Create your own amazing games with 
Galactics unique GAMES DESIGNER cassette 
for the unexpended VIC 20, only £9.50 
including post and packing 

•No Programming experience Needed * 

With the GAMES DESIGNER you make your own machine code games. 

You can design all the Graphics. Screen layouts. Theme tunes. Explosions 

Sound effects. Player speed, Alien speed, Skill level. Personalised game 

credits. Scoring values. Keys used. Number of lives, Intelligence of aliens. 

— whats more no programming experience needed. 

Also includes 3 sample games:- 

KANGA. ZYON and KRAZY MAZE. 

□ PLEASE SEND ME A GAMES DESIGNER CASSETTE FOR 
THE UNEXPANDED VIC 20 AT £9.50 Inc. P.P. 

MONEY BACK GUARANTEE 

NAME 




ADDRESS 

D My Access No. is: 



D I enclose a cheque/P.O 
for £9.50 




UNIT 7, LARCHFIELD ESTATE, 
DOWLISH FORD, ILMINSTER 
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Send to GALACTIC SOFTWARE 
Unit 7. Larchtield Estate, 
Dowlish Ford, Nminster 
Somerset TA1 9 OPF 
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SOMERSET TA1 9 OPF 
TEL: (04605) 5161 
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MAKES 

GREAT GAMES 
NO PROGRAMMING 
EXPERIENCE NEEDED 
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GAMES GOVERNMENTS PLAY 



British military war games 
computer (EASAMS) display 
with touch sensitive screen 
showing perspective view of 
terrain. 
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f anyone mentions war games 
these days the immediate 
response is usually for the 
listener to imagine vast underground 
bunkers filled with huge screens 
plotting intercontinental missiles on 
their maiden and terminal flights to join 
in World War Three. An image that 
springs, of course, from the movie 
War Games. 

The history of war games goes back 
a very long way, however, so lets push 
our memories of the movie aside for a 
moment and look into the past before 
investigating the state of the art. 

Model armies have been found in 
ancient sites by archaeologists all over 
the world. Particularly fine sets dating 
back to the Middle Kingdom {c. 
2300BC) were discovered in the 
pyramids in Egypt. And it takes no 
great leap of the imagination to 
picture the Pharaohs using these 
models on a patch of sand fashioned 



TV GAMER MAY '84 



to resemble a potential battlefield, to 
illustrate their plans to their generals. 

Certainly by the time the Prussian 
General Staff were planning the 
reunification of Germany in the 
nineteenth century, not only were Ihey 
using scale models to refine their plans, 
but they had developed a very compli- 
cated set of rules so that the 
representations of conflict could be as 
realistic as possible. Getting these rules 
right took a lot of time and demanded 
some of the finest military minds 
available. After all, if you overestimated 
the speed your troops could march, 
the careful planning with the models 
was all wasted time. What's more, 
your soldiers in real life could be in 
serious trouble! 

During the Second World War, 
war-gaming Japanese Admiral 
Yamomoto refused to believe that his 
battleships would be sunk when the 
rule book said they were. In the real 
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battle of Midway, however, he found 
that he was wrong! 

The re-creation of war on a table- 
top caught the imagination of the 
armchair strategist early on. H.G. 
Wells not only wrote science fiction, 
but also published a book called LitHe 
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Wars in which he gave rules for 
"ng campaigns using those lovely 
!-inch high tin soldiers. As these 
rules are very basic, relying on model 
spring-loaded cannons shooting tiny 
metal shot, it is no suprise that the 
figures which have survived are both 
rare and very battered. 

However, the art of war gaming for 
fun quickly caught up with military 
science and you can now re-fight 
almost any battle or skirmish from 
history. And if that is not exciting 
enough, there are even rules for Elves 
v Goblins or boarding a 22nd century 
starship. These rules have become so 
sophisticated that they fill whole books 
and take into account so many factors — 
such as the weather, morale and the 
commander's personality — that a 
game can take ten times as long as the 
real life action. 




Above: The MGrWUA movie War Games' impression of fhe NORAD computer. 
Below: The real NORAD command post. (Photo courtesy USA Air Force) 
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Detail from Eastern Front by Atari. 

Today the art of war gaming is 
taking yet another leaf from the book 
of the military technologist. Just as 
technology has embraced the micro- 
chip as a way of building cost-effective 
training simulators (see TV Gamer for 
March and April) so, too, the potential 
for using computers and video for 
speeding up a general's war gaming 
skills is being exploited. 

The result is impressive, and has 
greatly improved a. commander's 
ability to read quickly to any situation. 



and new information relayed back by 
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military excercises, the commander of 
a US Marine Division, for example, will 
sit in front of a plasma display which 
gives a map of the combat area 
overlaid with symbols indicating the 
position of his own troops and the 
known positions of the enemy units. 
Similar screens will be found at 
regimental and battalion level. At 
each one of these locations sits a man 
who has, instead of coloured pens, a 
keyboard. His job is to update the map 
at his location with any information 
that comes to hand, but because each 
location is part of an integrated 
network, this updated information is 
immediately shared by all. In addition, 
forward troops can be issued with 
small, hand-held, digital communciation 
terminals, so they can instantly input 
information right back to the divisional 
commander. So, the general can sit 
watching his screen, sure that he has 
an excellent view of his forces and by 
using the system in reverse he can 
quickly give orders to his troops. 

Here in Britain a similar system 
has been developed, but with even 
more refinements. No need for a 
keyboard here (useful, because typing 
is not often o skill associated with 
generals), instead a touch-sensitive 
screen allows the user to alter the 
display in a number of ways. 

For example, a continuously updated 
picture from an air-defence system 
can be displayed. Touch the screen at 

Continued on page 65 
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ENGLISH SOFTWARE 

ATARI HCS 16/32K 

1,1 + 1 

SCI-FI SHOOT 'EM UP 

Unlike films, games sequels 
lend to match the earlier 
games. This one betters the 
immensely popular Airstrike. 
Both games are obviously 
inspired by the coin-ops 
Scramble and Super Cobra^ 
However, this game is much 
more complicated than either 
oi those, because you are 
given a choice of paths to 
iollow. What really sets this 
game out from the rest is the 
fact that your craft has limited 
weaponry which means, in 
later waves, that every shot 
must count. 
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We've been 
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One nice addition would 
have been most welcome: a 
continue option, like the one 
featured in Parker's Super 
Cobra, as many gamers won't 
get to see the final wave for 
quite some time. 

As with most English 
Software cassettes, a 16K 
version and a 32K version are 
both included on the same 
tape. The 32K version features 
smoother scrolling and a long- 
range scanner at the bottom of 
the screen. One to add to your 
collection. 

Value 4, Graphics 4, Sound J. 
Gameplay 4 



BEAR BOWER 



ARTIC COMPUTING 
SPECTRUM 48K £7.95 

1 single game 
CLIMBING 

One oi the best versions oi 



looking at the 
latest games on 



sale now or soon 



to be re/eased. 
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Burger Time ever, featuring 
some very nice animation 
indeed. Ted has just bought a 
Sinclair electric car which on- 
screen looks like a small truck 
with a great big battery on the 
back. However, the battery 
soon wears out and Ted must 
climb scaffolding to fetch 
another down. His job is made 
difficult by the fact that mean 
bears and a lizard-type creature 
are chasing round after him in 
the hope of bopping him 
before he succeeds in his 
mission. Ted does have a 

supply of time bombs which he 
can drop in order to ensnare 
unsuspecting nasties. 

In addition to the great 
graphics, there is also a 
strategic element that is not in 
the Data East coin-op or the 
Intellivision squarius game. 
You have to drop the battenes 
in the right order otherwise a 
battery will drop down in front 
of the car and crash into it. 

Certainly one for your 
collection, if only for the 

graphics. 

Value 3, Graphics 4. Souna J. 

GamepJay 4 



BUCK ROGERS 



SEGA ENTERPRISES 

ATARI HCS 
1 single game 
SCI-FI SHOOT 'EM UP 



*** * 






This cartridge is loosely based 
on the coin-op Buck Rogers 
and the Planet oi Zoom. We 
say loosely because not only is 
the title different but so also is 
the layout of the game. Gone 
are the trench scenes, the mine 
fields, the walls and the flat 
terrain. Only the pylons and 
the mothership sequence 
survive. The first three screens 
all have pylons in them. The 
first just has pylons, the second 
also has flying saucers and the 
third has saucers and hoppers. 
The fourth screen has our hero 
in deep space going after the 
mothership, which only 
appears after your quota of 
saucers has been vanquished. 

A very good game and 
certainly a challenging one, 
but fans of the coin-op may 
find this version a bit wishy- 
washy by comparison. 
Value 3, Graphics 4, Sound 2, 
Gameplay 4, Arcade 2 



CAPTAIN STICKY'S 
GOLD _ 



ENGLISH SOFTWARE 

ATARI HCS 

1,1 + 1 8 variations 

SKILL 

As Captain Sticky's new crew 
member, you are responsible 
for the maintenance of his 
diving suit. The Captain's 
supply of bubble gum has 
dwindled so now it's up to you 
to recover as much gold from 




the bottom of the sea as 
possible to help replenish his 
supply of bubbly (gum that is). 

To do this you must lower 
yourself down to the undersea 
platform and pick up the gold 
bars as they arrive. The rope 
which lowered you down will 
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REVIEWS 









then hoist the gold up to the 
ship. Having done this, you 
must surface to grab the rope 
before your air supply or time 

runs out. 
Quite a nice game but not 

the best thing to come from 

English Software. There is no 

real difference to the game in 

the 32K version. The only extra 

we noticed is a hi-score table. 

Value 3, Graphics 3. Sound J, 

Gameplay 4. 



CAVERUNNER 



ENGLISH SOFTWARE 

ATARI HCS 32K 
1,1 + 1 3 variations 

SKILL 

Rather like Synapses 
Pharaoh's Curse only more 
tactical- The idea is to get 

through a cave system and 
pick up all the treasures on 
screen, one after another, lo 
do this you must avoid a 
variety of different obstacles, 
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ranging from Magic Moss to 
Lava Bombs. Controlling your 
adventurer is quite complex 
but with some practice it isn t 
too difficult to master. 

An enjoyable game and a 

pleasant 



A good chess game with 
excellent graphics that really 



use up a big section of the 
screen. Disadvantages include 
the absence of a joystick option 
- the cursor is moved only by 
cursor keys. It would have 
been better to have the option 
of keying moves using either 
algebraic or traditional 
notation. The program allows 
options of taking back moves 
and setting up problem 
positions. It offers nine levels of 
play, the ninth level being an 
option for exhaustive analysis 
up to 1 1 moves ahead. Levels 2 
and 6 are particularly 
recommended by the 
manufacturer: level 2 giving a 
challenging quick gameand 
level 6 offering a tough battle 
with a claimed average move 
time of 2 minutes. In practice, 
the level 2 game lives up to 
expectations but the level b 
game is overly ponderous, 
sometimes taking as much as 
10 minutes to decide on an 
* obvious move, like castling . 

Value 0, Graphics 4, Sound 0, 
Gameplay 3 
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ATARISOFT £29.95 
COLECOVISION 

SCI-FI SHOOT 'EM UP 

An extremely good conversion 
from the arcade game. All the 
attacking forces from the arcade 
game rear their ugly heads in 
Coleco's version of Defender. 
Firing is controlled from the 
left-hand button whilst the 
smart bomb is activated by the 
right-hand button. Hyperspace 
is used through button on the 

keypad. The spaceship can be 
turned about face by a simple 
pull on the joystick in the 
direction in which you wish it 

to turn. 



The Hyperspace effect on this 
oame is rather disappointing 
as the transformation from one 
place to another is instantaneous 
and does not show the 
spaceship reforming as m the 
arcade version. However, this 
is countered by the brilliant 

effect when a spaceship us hit. 
Although no gamer wishes to 
be blown into space debris, it 
is almost worth it just to see the 
special effect. 

The radar on the Colecovision 
Defenders only pretence, as it 
does not showenemy positions. 

Value 3. Graphics 4, Sound 3, 
Gameplay 3, Arcade J 



DONKEY KONG 



ATARISOFT 
T1-99/4A £24.95 

1,1 + 1 

At lastl A classic arcade game 
for the Texas owner. Licensed 
by the originators, Ninetendo. 
Donkey Kong is the familiar 
story of the stubby, animated 
Mario trying to overcome all 

obstacles to rescue his girl from 
the clutches of the famous 
hairy Kong. 

The game has all tour 
screens - Ramps. Rivets, Lilts 
and Conveyors - unlike some 
versions which have only three. 
Colour, graphics and animation 
are superb, reflecting in every 
way the original arcade version. 
An excellent all round family 
game, which Texas owners 

will welcome. 
Additionally, there is the bonus 

on the Atan cartridge of having 
an "easy grip". This is more 

positive than the regular Texas 
ones, thanks to a well designed 
moulding. Dennis Hemmings 
Graphics 4, Sound 4 
Gameplay 4, Arcade 4W 
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FUN-PAC 2 



(Three games) 
VIRGIN GAMES 
T1-99/4A £6.95 

1 + 10 

Escape the Mugger 

(Graphics) 

You're in a room with a mugger 
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who has the ability to move 
diagonally, and with an 
amazing turn ot speed. While 
he is making for you, he drops 
his ill-gotten gains and. later 
rather than sooner, the key to 
the room in which you are both 
locked. Using the lire button or 
keys, you can build a wall to 
hide behind. Sounds simple? 
While evading him, try to score 
by picking up the valuables he 
has dropped- Incidentally, you 
are limited to the amount of 
wall you can build. 

The pressure is always on in 
this tricky game, which scores 
lor up to ten players. Joystick 

or Keys. 

1 Starship Supernova 

(Text adventure) 
In this game you must enter 
and regain control of an alien 
ship before it plunges into 
Supernova. A well written test 
of your logical (and illogical) 

thinking. 

1 + 6 Gun! ighter 

(Text, some sound and graphics) 
You'll need to be fast with the 
digits to survive these ten 
random baddies. After you 
have input your skills, you are 
given options of Run, Fight. 
Reload. Move. Shoot or Brawl. 
You and your opponents are 
incapacitated by percentages, 
together with the choice of 
weapon to suit the situation. . 
Don't linger with your finger 
before you are supposed to 
fire, the program doesn't 
tolerate cheatin critters. Scores 

for up to six. 

This games cassette has 
excellent instructions, and 
offers a balanced diet to suit 

the taste of most Texas owners. 

Dennis Hemmings 

Value 3, Graphics 4, Sound 3, 

Gameplay 4 



GALACTIC 
ABDUCTORS 



ANIROG £5.95 

SPECTRUM 48K 

1 single game 

SCI FI SHOOT 'EM UP 

The title may suggest a sort ot 
De/ender-type game but in fact 
the game is more of a Phoenix 
lookalike. 
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Cosmic bird-like aliens must 
be destroyed before they 
swoop down and pinch one ot 
your five humans from the 
right-hand side of the screen. U 
all five humans are lost then 
one of your lives is also lost. 
Not a bad game but some 
joystick options wouldn't have 

gone amiss. 

Value 3, Graphics 3, Sound J, 

Gameplay 2 



HYPERBLAST 



ENGLISH SOFTWARE 

ATARI HCS 

11 + 1 3 variations 

SCI-FI SHOOT 'EM UP 

A fairly run of the mill 
Ga/axi'an-style shoot 'em up 
which has a definite Phoenix 
feel about it. This doesn't mean 




that it's a bad game, though. It 
is one of the fastest ot its kind 
and it features ten different 

nasties. 

A game to keep the reflexes 

sharp but it didn't really 
warrant being a 32K game and 
is certainly not worth 
upgrading your micro for. 
Value 3, Graphics 3, Sound 2, 
Gameplay 3 



JET BOOT JACK 



ENGLISH SOFTWARE 

ATARI HCS 32K 
1,1 + 1 5 variations 

SKILL 
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Jet Bootjack is a space age 
jogger whose job it is to run 
round the ten levels of a 
futuristic record -pressing 
plant, collecting musical notes 
as he goes. lack must use all 
his resources in order to outwit 
the Bugs and Gremlins that 
also inhabit the plant. 




Lifts, conveyor belts, ramps 
etc are all at lack's disposal in 
this game that captures the 
best elements of games like- 
Minor 2049er. 

In short, a first rate game 
and excellent value for money. 
Value 4, Graphics 4, Sound 3, 
Gameplay 4 



KRIEGSPIEL 



BEYOND 
DRAGON 32 £6.95 

1, Ivl 
STRATEGY 

An excellent war game 
marred, alas, by a superficial 
program for the computer- 
versus-single-player option. 

Your forces are marshalled 
round your capital city and, as 
the enemy army starts on the 
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offensive, you move your 
troops according to weather 
conditions, terrain, fare-power 
and manoeuvrabiUty to defend 
or counterattack, lusk like a 
boardgame, Kriegspie! has the 
added advantage that the 
player does not concern 
himself with counters, dice or 
the niceties of the necessarily 
complicated rules. Graphics 
are pleasant, but it is a shame 
that there is no option of a total 
map of the campaign on 
screen as well as the detailed 
one-twelth scrolling view. In 
the single-player version, the 
program obliges the computer 
to move troops in a 
predetermined order - often so 
that they restrict each other s 
movement. This lack of 
mobility, not shared by the 
player, gives him a powerful 
and usually winning 

advantage. 

Value 3, Graphics 4, Sound I. 

Gameplay 2 







IMAGINE SOFTWARE £ 

ATARI HCS 
COMMODORE 64 

1,1 + 1 
CLIMBING 

Regrettably, this game is one 
of the worst we've seen tor the 
Atari Home Computer System 
- the game idea is weak and 
the tape is not saved by good 
graphics or sound. 

To cut a short story even 
shorter, the object ot the game 
is to get your man from the 
bottom oi the screen to the top 
by jumping through gaps in 



lines that scroll by. However, 
the qame is virtually 
im possible to beat thanks to the 
length of time your little man 
takes to recover. It's so 
infuriating that it makes you 
want to bite great chunks out ot 
the cassette! The programmer 
obviously took tar more time 
and trouble over the title 
screen than he did on the 

qame. , , t 

In all fairness, we should say 
that the Commodore 64 version 
might be a lot better, but we 
can't comment on that at 
present. One thing that can be 
said and that is, avoid this 

game and spend your money 

on something else. 

Value 2, Graphics I Sound 1. 

Gameplay 1 



MOON BUGGY 



ANIROG £5.95 
SPECTRUM 48K 

1 single game 
SCI-FI SHOOT 'EM UP 

Anirog's adaptation oi the 
Williams coin-op Moon Patrol 
although its neither a faithful 
adaption nor an improvement 
on the coin-op- 
The idea is to cover as mucn 

lunar terrain as possible by 

shooting flying aliens, 



boulders and tanks, and 
jumping land mines, missiles 
and craters. 
The program allows you to 

choose from keyboard or most 

of the leading joystick 

interfaces, including 
Kempston.AGF and Sinclair 

Interface II. , . 

Quite a good game but lacks 
the Scrambte-type strategy 
element of the coin-op or the 

VCS version. 

Value 3, Graphics 4 Sound J, 

Gameplay 4, Arcade I 



OMEGA RACE 



CBS ELECTRONICS 

COLECOVISION 

1 1+1 lvl 5 variations 

SCI-FI SHOOT 'EM UP 

The screen-display on this 
qame is simple in concept, to 
aUow for the fast-moving acton 
which takes place. In the middle 
of the picture is the centre ( 
barrier in which each player s 
scores are constantly displayed. 
Pilot your space craft towards 
the enemy droids and try to 
zap them with your laser guns, 
the faster you can accomplish 
this the better, because if the 
droids are not destroyed 
auickly they become mean 
death ships which lay mines 
and fire lasers. The droids 

themselves have no firepower, 
although contact with them 
ends in destruction. Enemy 
forces are led by fearless fleet 

leaders whose lasers can blast 
you out of the sky. 

Value 3. Graphics 3, Sound 2, 
Gameplay 3, Arcade 4 



GUIDE TO LISTINGS 



NUMBER OF PLAYERS 

1 One player against the game. 



1 + 1 

1+2 
1+3 



|- Two. three or four players, each taking 
turns. 



2 Two players, playing the game together. 

game simply keeping score and acting as 
referee. 






HOW GOOD IS THE GAME? 

TV Gamer's panel of game players has assessed 
the games reviewed here on a scale of 
ncreasing value from to 5. While these 

assessments are only af'f^S 
hope they will help readers to plan their 
purchase of future games. mone v 

P The five areas covered are value * or ™ ne *' , 
aualitv of graphics, quality of sound, quality of 
^amSay^md fidelity of arcade transfer q 
(where applicable). 
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SYSTEMS 







MZ-700 

Continued from page 31 
compared to the average daisy 
wheel or dot matrix printer). You 
can cope quite well with the 711, 
though, as provision has been 
made for external tape decks and 
pnnters. 

The keyboard, too, is a quite nice 
full-stroke type with the cursor keys 
arranged in the logical order (why 
can't more machines do this?). The 
keyboard has two modes: Alpha - 
which gives you letters and 
numbers - and Graph - which 
gives you a series of pre-defined 
graphic characters which are used 
quite extensively in the games 
software available. 

The back panel is one of the 
better ones I've seen with 
provisions for joysticks, printer, 
tape deck expansion etc. (see 
chart). 

One of the more unusual 
features about this micro is the fact 



that it has no built-in language so, 
upon turning on the machine, you 
are confronted with a blank micro 
thai you can't do much with. The 
first thing you have to do is load in 
the basic tape that comes with the 
machine. Once this is loaded, the 
user only has just over 38K free to 
use. This may sound terrible for a 
64K machine but then it is slighltly 
better than the user RAM in a 
Commodore 64. 

Virtually all the games require 
BASIC to be loaded-in first. The 
number of fast machine code 
games is very small indeed. 
Nearly all the games use the 
keyboard graphics as well, 
making this one of the few 
computer systems that do this. 
After playing a number of these 
games I began to wonder if pixel 
graphics were possible on this 
micro. 

On the positive side, the colours 
were nice and several fine semi- 
graphic adventures are available 
which are much more fun than 
many of the arcade-type games 
available. Maybe the relevant 
software houses should 
concentrate more on adventures 



than arcade games if the 700 series 
is hampered graphics-wise. 

The Sharp 700 series seems to 
need an insertion of big name 
software from the likes of people 
like Atari or Parker. However, they 
are, for the moment, caught in a 
hardware/software vicious circle 
whereby the major software 
houses won't produce software for 
a machine that isn't popular and a 
machine won't become popular 
without software. One or other of 
them has to give if a machine is to 
take off as a games player. 

The Sharp is a good micro for 
dads wanting to program or use a 
business machine, but also a 
machine that is capable of playing 
excellent adventure games and 
some not unreasonable arcade- 
style games as well. The 700 series 
still has a lot of potential which has 
yet to be explored. The software for 
the machine is still below 
Commmodore 64 standard but 
given time that hurdle can be 
overcome and more machine code 
games can be produced. BASIC is 
just too slow for a really good 
game. In short -good, but could 
do better, much better. 
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SOFTWARE 




ONCE YOU'VE BEEN BITTEN BY OUR GAMES, NOTHING ELSE MATTERS! 



"■'■ : - ■■- 



TOMB OF MYCLOPS: TEXAS 
TI99/4 A an ingenious and 
exciting adventure that will 
test you to the limit. There are 
few survivors— will you be 
one of them? (Extended Basic) 
£6.95 




STAR SEARCHER: 48k 

SPECTRUM. Alien and alone, 

the star searcher drifts down 

to a hostile planet. Can you 

help him tunnel underground 

to find fuel crystals before the 

Xeron Tank destroys his 

spaceship? Fast and tricky 

arcade action. £5.95 






RUBY RUNABOUT: 48k 

SPECTRUM. A fun-filled 
adventure with graphics that 
will keep you smiling from 
start to finish! 40 locations! 
Many contain crazy problems 
for you to solve. £6.95 



jgJ ALSO AVAILABLE: 

• PRATFALL PEARLY Lunatic adventure for the Dragon 32 with every location in 
graphics £6.95 • THE CODE BOOK CAPER 40 graphic locations for this 





DECOR WRECKERS: 

SPECTRUM 48k This arcade 

game will have you gasping 

with laughter. . . bet you get 

stuck on it! Watch out for the 

flies! £5.95 






- 
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• MINEFIELD Multi-screen arcade action for the Texas TI99/4A £6.95 

Available from your local Computer Shop or direct from: — Scorpio Software 147/155 Corn Exchange 

Buildings. Fennel Street, Manchester 4. Tel: 061*834 2292 

DISTTUBtnOI ft TRADE ENQUIRIES WELCOME WE WELCOME HIGH QUALITY flQG RAMS P01 AXJ C0MTU7E* 
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1 


ZAXXON <CBS/Dataso*t> 




2 


DONKEY KONG (CBS/Atai-i) 




3 


PITFALL <Activision) 




4 


RIVER RAID (Activision) 




5 


MANIC MINER (Bug-Byte) 




6 


Q*BERT (Par ken) 




7 


POPEYE (Parker-) 




8 


JET PAC (Ultimate) 




S» 


POLE POSITION (Atari) 




1 o 


RAIDERS OF THE LOST ARK (Atari) 




1 1 


SUPER COBRA (Parker) 




1 2 


TURBO (CBS Electronics) 




1 3 


ENDURO (Activision) 




1 4 


BURGER— TIME (Mattel > 




1 5 


DONKEY KONG JR (CBS E 1-e c t r o n i c s ) 




1 A 


THE HOBBIT (Melbourne House) 




1 "7 


DEFENDER (Atari ) 




1 S 


SCRAMBLE (Mi lton Bradley) 




1 <? 


HUNCHBACK (Ocean) 




20 


ATIC ATAC (Ultimate) 





...andtlufimp > 


m» 


rzccxAzcjGnvzi 






1 POLE POSITION (Atari/Nanco) 


6 


BUCK ROGERS (Sega) 






2 DRAGON'S LAIR (Ci netnatronics) 


7 


DEFENDER (William) 






3 STAR WARS (Atari) 


8 


TURBO (Sega) 






4 DONKEY KONB (Atari) 


9 


PAC-MAN (Bally/Midway) 






5 ZAXXON (Sega) 


10 


M.A-C.H. 3 (Mylftar) 















TOP GAMES OF THE MONTH 

You ore invited to vote for your favourite Video game (for VCS, Vectrex, Coleco, Intellivision, Philips etc}, your favourite 
Computer game (for BBC, Spectrum, ZX8 1 , Oric, Atari 400/600/800, TI-99, VIC 20, Dragon, Commodore 64 etc.) and your 
favourite Arcade game. But remember to vote only for those games that you own, hove rented or hove played a great deal 

To register your vote, fill in the reply paid card on this page. One lucky voter will receive a free year's subscription to TV 
Gamer (decided by draw). If the winner is already a subscriber, the free subscription will begin when the present one ends. 
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Dave Harvey has been busy making the earth a safe 



place for humanoids to live. 



i 



Ihe first Defender Arcade 
machines were introduced to the 
world in the December oi 1980. 
Created by Eugene Jarvis ior 
Williams, they contained over 26 
kilobytes of computer-coded infor- 
mation (the average machine con- 
tained about 19 kilobytes less). 
Jarvis later went on to create such 
games as Stargate (the Defender 
sequel) and Hobotron. 

In late '82, Atari introduced an 
adaptation of the arcade classic for 
their VCS console. Bob Pullaro, the 
programmer, had the task of fitting 
the 26K, five-button, one-lever 
arcade game into a 4K, one- 
joystick, one-button home version, 
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which he reproduced quite faith- 
fully. He then went on to create 
another version of the game for the 
Atari Home Computer series. This is 
the one that we are looking at here. 

In Defender you control the 
dragster-like space ship, Defender, 
which appears at the leit-hand side 
ot the screen and travels along a 
horizontal landscape. 

The object of the game is to 
protect the ten humanoids in the 
game from being abducted by the 
extra-terrestrial beings that hover 
about. But if your Defender does not 
defend adequately and all your 
humans get abducted, then the 
entire planet will be blown to 



shreds, the world will be totally 
dominated by aliens and it will be 
all your fault, 

But lear not, after every fourth 
wave, you will get your world 
returned along with ten fresh 
humanoids. A game ends when 
Defender loses all his lives. He 
starts the game with three. 

For your mission, you are given 
three trusty defences: lasers, smart 
bombs and hyperspace (more 
about these later). To thrust along 
the landscape, push the joystick m 
the direction in which you wish to 
travel. 

To fire lasers, simply press the fire 
button on the joystick controller. A 
laser will destroy any alien or 
humanoid in its path and, 
fortunately, the laser cannon is 
inexhaustible, whereas smart 
bombs are limited. To detonate a 






: 



smart bomb, press the space bar on 
the keyboard ol the computer. 
Smart bombs destroy any illegal 
alien on the screen and give a 
feeling of great satisfaction. 

You are supplied with three 
smart bombs at the start of the game 
and are awarded another for each 
ten thousand points scored. Finally, 
hyperspace: the jump into hyper- 
space can be carried out by pressing 
any of the letter keys. Hyperspace 
will transport you from your present 
position to a random position 
somewhere in the galaxy. 

Now on to the aliens. Their sole 
ambition in life is to gobble up all 
your humans, blast you out of the sky 
and blow the world to kingdom come. 



LANDERS AND MUTANTS 



Landers look a bit like floating green 
bells. They hover around the lower 
portion of the screen generally caus- 



speorcaton 

name: defender 

SUPPLIERrATARI 
PRICE: £29.95 

FORMAT: ATARI HCS, 

COMMODORE 
64, Tl 99/4A 
RATING: Value 4 



lies 4 



Sound 3 

Gomeplay4 
Arcade 4 



ing havoc and getting in the player's 
way, firing now and again just to 
show who is boss. Sometimes, how- 
ever, these aliens will get an attack 
of the munchies and what better 
cure is there than a nice tasty 



SCREEN BADDIES (and goodie!) 




BOMBERS 




HUMANOIDS 




PODS 



BAITERS 



humanoid? The lander will make a 
rapid descent, latch ontoa man, get 
a quick bit of target practice in if 
Defender is nearby and then ascend 
to the top of the screen, eating the 
man when he gets there. Thus 
making you one humanoid closer to 
the end of the world. 

But it doesn't stop there! Once the 
lander has eaten the humanoid, it 
transforms into a super-deadly 
mutant. Mutants look pretty much 
the same as landers except for the 
visible humanoid in their stomachs. 
Mutants fly around looking as though 
they have just been plugged into the 
mains and have swallowed an elec- 
tric toothbrush. They home in on the 
player's ship in an attempt either to 
shoot it or run into it and are not 
choosy. As long as you are dead 
they are happy. 

Remember, when meeting mutants 
- confront with caution. And when 
the world is destroyed, all landers 
turn into mutants. 



BAITERS 



Baiters appear if you take too long 
to complete an attack wave. They, 
like mutants, home in on your ship 
and, unless you are an unusually 
good player, you will find yourself 
one ship nearer the end of the game. 
They look a bit like two-eyed green 
tin hats, but unfortunately are more 
dangerous and deadly. Baiters are 
the fastest and probably the most 
formidable aliens you will encounter 
so, as with the mutants, confront with 
caution - and bags of smart bombs. 



PODS AND SWARMERS 



Pods are the most innocuous aliens 
you will encounter in Defender. They 
don't shoot, they don't home in on 
you, and they don't sound like an 
ensemble of dentists drilling away. 
Pods were originally called mother- 
ships because, once shot, they 
release up to eight of. their babies: 
the swarmers. 

The swarmers are very tiny, red 
and yellow heat-seeking missiles, 



Continued on page 64 
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Do you sometimes wonder 

where it all started? Who 

began the games from which 

today's home computer 
games emerged? John Cobb, 

veteran mainframe expert 

takes a nostalgic look at the 

days when a 64K computer 

cost several million pounds 

and fitted neatly into an 

aircraft hangar. 



Jim leaned back from his seat by the 
computer console. The last nightshirt 
routine had been successfully completed 
and he started to relax. It was 3.25am 
— an early finish but the stint ran until 
8.00am when the day shift turned up. 

"O.K. Gerry, how about a coffee?" 

"I'm trying to give it up!" 

"So you're just going to sit there all 
night?" 

"You know something Jim? We've 
just about cleaned up Adventure. I've 
got 51 1 points now and almost a full 
map of the cave. That's only four points 
to maximum." 

"Yeah, and you've been working at 
it for 2 weeks now, every night. By the 
way, did Ernie ever get back to you?" 

"No not yet - I'll check my mailbox 
to see if anything has arrived." 

Gerry strolled over to the computer 
console and keyed in a few commands. 
His mailbox collected messages from 
computers connected to a telephone 
network that was almost worldwide. 
Ernie was in Copenhagen and had 
promised more information on 
Adventure. 

"Jim, ifs here. Look, he's sent the full 
listings, including Willie Crowther's 



original version of 1 975 from MIT. The 
latest version's really large — it's been 
extended all over the place and I 
reckon everyone's been adding their 
own bit. This is really going to keep us 
going..." 

Adventure is typical of the games on 
mainframe computers. It was devel- 



oped during 1 975 by Wllie Crowther 
at the Massachusetts Institute of 
Technology in Boston, USA, and 
spread from computer to computer 
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across the world. It has been modified 
and extended ever since by enthusiastic 
mainframe gamers. Compared with 
modern games on microcomputers, it 




is huge. The programs take up over 
half a million characters of storage 
and it needs a large machine to run on. 
It has spawned a series of related 
games such as Dungeon and Zorc 
which are even bigger. Games like this 
are now available on the micro- 
computer but in a different form. On 
the mainframe they are played by 
question and answer. Type in 'Move 
West' or 'Down Steps', and the com- 
puter types back the story as it unfolds. 
It develops as you play the game. On 
the micro today it can be joysticks for 
control, pictures that tell the story and 
quick responses that win the day. 

Mainframe games are definitely 
'intellectual' because of the way they 
work. After all they were born on the 
earliest computers with tiny storage 
capacity and speeds hardly exceeding 
the abacus. But they weren't called 
mainframes for nothing. They were 
enormous and took roomfuls of space 
and took megablobs of power. They 
cost the corporations that owned them 
millions of pounds and they were run 
day and night to justify their enormous 
price. It was computer operators that 
cared for them, working shift by shift, 
feeding the information and sorting 
output from the powerful printers. And 
while these simple-minded monsters 
(32K of RAM was a large mainframe) 
ran their programs - often for hours at 
a time — the night shift operator could 
get on with the important things in life 
by writing games. 

That was the way things worked in 
the 1960's. No-one could afford to 
buy their own private computers at 
that time. Apart from a few enlightened 
colleges and universities most 
businesses had more serious ideas for 
them, so games were developed and 
played away from the prying eyes of 
company management. But every 
computer department worth its salt 
had a library of games available for 
those with the gaming spirit - and that 
was nearly all of us. 

The first games were usually small 
and, by today's standards, trivial. 
Noughts and Crosses and Hangman 
always seemed to be around first. 
Computer operators were only just 
beginning to develop their program- 



ming skills and programs were rarely 
longer than a few hundred lines. 
Anyway, bigger programs wouldn't 
have fitted on those early computers. 
Remember that your modern 64K 
gaming micro is powerful compared 
with those early mainframes. In 1 965 
only governments could afford the 
biggest mainframes. 250K RAM was 
huge and was the exception rather than 
the rule. No programmer was allowed 
to use all the space available in a 
computer — it had to be shared with 
other users and other programs. 




THE WAV WE WERE... 



In most cases, the games were played 
on typewriter terminals — TV screens 
were still a thing of the future — with 
questions typed out onto paper and 
answers typed back. This meant that 
real action games with joysticks and 
instant responses were rarely possible. 

By the end of the 1 960's the gaming 
fraternity was well established. There 
were hundreds of games available if 
you knew who to contact through the 
grapevine. Pofcerd/ce and Pontoon 
were already firm favourites and 
when you played Shooter you set the 
elevation and co-ordinates of your 
gun and tried to hit a target described 
by the computer. Rally 360 was written 
soon afterwards and let you type in 



Games 



This wct'k's K«tme comes by courtesy of Mr. 
Evcrfron In Western Programming Services of 
Frotnc in Somerset, Says Mr. Evcrson; 

"Fruity m supposed to simulate a fruit mach- 
ine but this version has no calculations of per- 
centage payouts or crooked fixing, ttc, and was 
written before the revised laws altering the hold 
and draw facilities came into force (July T 70). 

The 4100 has six switches on the console 
and these arc used to play the machine. Switches 
I. 2 and 3 are used to hold' the fruits displayed 
on the previous spin if required. Switch 6 Mmu- 
lales the pulling arm and while it is on a counter 
clocks up some 'random' number. When switch 6 
is released the least significant 9 bits of this counter 
are converted by means of a table held in store to 
three fruits giving the usual winning lines as well 
as a few mystery payouts. 

The player pays for his game with special 
cards purchased from the "operator" and his win- 
nings arc punched out on similar cards when he 
has finished playing. 

This was a simple program written for our 
iimusemcrtt only and no doubt could be made far 
more sophisticated by the addition of some rou- 
tines for calculating the frequency and size of the 
payouts." 

A flowchart has been supplied and copies of 
it can be obtained by sending a stamped addressed 
envelope to NewData* 

The console log from a typical game may 
look like this; — 
LOAD CASH CARDS 

Load cafds in reader (say A) 

4 

NO 



CREDIT 

COLLECT 

PLAY 



PLUM 

CREDIT 

COLLECT 

HOLD 

PLAY 

PLUM 
CREOIT 
COLLECT 
PLAY 

CHERRY 
CREDIT 
COLLECT 
PLAY 



Put twitch 6 on for any length of tim« 
PLUM ORANGE WINS NONE 

3 

NO 

Put on switch©* 3 and 2 

Put switch 6 on and off 

PLUM CHERRY WINS NONE 

2 
NO 

Put switch on ond off 
ORANGE BAR WINS 2 

3 

NO 



Put switch 6 on and off 

AR BAR WINS 10 

12 
YES 
12 cards emergo from The card punchll 




NowData, DeccmtwrJB, 1970 



your setting — for the gear, accelerator 
or brakes — as you tackled complicated 
circuits of different levels of difficulty. 
This was shown at Olympia in 1 972 by 
its author - Ray Bradshaw of IBM — 
and was later played on Tomorrow's 
World by Raymond Baxter, James 
Burke and Graham Hill (a visiting guest 
on the programme). Ray was a night 
shift operator at the time and this was 
his way of learning BASIC (BASIC in 
those days wasn't as easy as it is 
today).Formu/a 1 and Formula 2 
followed soon afterwards to meet 
demand. 

In 1 971 an article was published in 
Scientific American by John Conway, a 
Cambridge mathematician. This de- 
scribed mathematically how popu- 
lations of germs could grow or shrink 
when only limited food was available. 
It became a 'game' almost immediately 
and is still available on today's micro- 
computers in many forms and by many 
authors under the name of Life. 

Every sort of idea was turned into a 
game. Golf typed out each hole 
showing the tee, trees, bunkers and 
green on a line of typing. The gamer 
had to choose his iron or driver and 
type jn details of his shot and back 
came the result, After 1 8 holes (a pretty 
exhausting experience on a typewriter) 
a printed report showed everyone's 
performance and what handicap was 
most appropriate! 

Gamers wanted more than question 
and answer sessions and the first games 
were written with real team interaction. 
These games needed very powerful 
computer processors and were usually 
developed on engineering and scientific 
specialist computers, A tank game for 
two players was available on ah IBM 
1 1 30 computer as early as 1 970. Two 
players each controlled a battle tank 
on a visual display screen. The tanks 
could move around the screen and 
could fire at each other. They had guns 
which could fire shells in straight lines 
and rockets which moved in curved 
trajectories. The keyboard controlled 
the movements of the tank, the elevator 
of the gun, when and what to fire and 
also the flightpath of the rocket once 
launched. It needed a great deal of 
skill and concentration to play well and 
proved very popular indeed, since it 
tested both strategy and speed of re- 
action in a similar way to today's games. 
Indeed, it was well ahead of its time 
and it took another 1 years before 
there were many other games of this 
type. 



Fruity was a fruit machine game. The 
4100 computer had a punch card 
device attached and toggle switches 
on the main console which could act as 
HOLD button. Punch cards acted as 
money. You fed them one by one to 
start the fruit machine gamble and if 
you hit the jackpot it paid out hundreds 
of punch cards punched out as fast as it 
could go. This always relieved the bore- 
dom of the night shift. 




Where did all the games come from? 
It is often very difficult to trace the orig- 
inal author because so many people 
had different versions of a game. The 
computer industry was small and select 
and everyone had a friend who worked 
at another computer installation. At first, 
games were swapped by sending 
magnetic tapes around. Then, in the 
1 970's, the enormous telephone net- 
work started to link computers to- 
gether and one could swap by tele- 
phone. It all became much quicker and 
incestuous. New skills were developed 
to recreate games from ICL format to 
DEC format; from Univac to IBM; and 
everyone added their own ideas, fea- 
tures and eccentricities as they did so. 
Games were for fun and were free. 
They were a form of self expression. 
You didn't create for profit - who would 
buy them when computers cost a million 
pounds a time? The computer press 
published games and printed programs. 
People got interested. Instead of build- 
ing balsa wood models at home they 
'built' games at work and at college. 
Some people have to be creative and 
constructive, and games proved to be 
a wonderful way to do it. It wasn't just 
fun, it was an inner driving force that 
made them do it- And they sowed the 
seeds that have now grown into today's 
flowers and fruits, Pacman and Donkey 
Kong, and all the excitement of what 
the future may bring, D 
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bombing raid game now translated for the home. \. 



ilthough Scramble did not 
do too well in the arcades, it trans- 
lated rather nicely onto the Vectrex 
machine. The idea of the game is to 
fly your ship over various terrains, 
shooting and bombing enemy tar- 
gets along the way, to reach and 
destroy the enemy HQ. 
The controls in the game are quite 



simple, but the stubby Vectrex joy- 
stick can make manipulating the ship 
difficult. Scramble can be played 
with one or two players using the 
built-in joystick. 

When the Scramble cart is in- 
serted and the Vectrex switched on, 
a logo appears. Many people may 
not know that a software program 



will not load into the Vectrex's ROM 
unless this logo appears, so third- 
party software companies would 
have to program this symbol onto 
the cart for the game to function. Of 
course, to copy a company logo with- 
out authorisaton could breach 
copyright and now that the system 
has been suspended by MB Games 
it seems unlikely that there will ever 
be third-party games. 

Now back to the game. Well, once 
you get by the logo and the title 
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Continued from page 57 

page with the Scramble theme tune, 
the game proceeds onto the six dif- 
ferent phases of play. 



PHASE 1 



You fly over a mountainous terrain. 
Your fuel gauge is constantly drop- 
ping. Missiles are launched when 
your ship passes over them. Tucked 
in on the leeward sides of the moun- 
tains are fuel tanks and other targets 
which can only be zapped by drop- 
ping bombs which follow sloping 




trajectories parallel to the mountain 
sides. Always stay close to the 
ground if possible, and move with 
the contours of the land. II your ship 
is too high, your bombs will have to. 
travel further and will therefore 
take longer to hit targets. As only 
two bombs can be in the air at the 
same time, this will reduce your hit 
rate. Keep hitting the bomb button 
and always aim for fuel tanks to 
replenish your fuel supply. In game 
selections 2 and 3 you will have to 
take great care in Dying, because 
the enemy missiles will guide toward 
you and your fuel consumption is 
very fast. 



PHASE 2 



You enter a cavern patrolled by 
UFOs. One safe method of attack is 



SPECIHCMION 

NAME: SCRAMBLE 
SUPPUER.VECTREX 

PRICE: £19.95 
FORMAT: VECTREX 

RATING: Value 4 

Graphics 3 

Sound 2 

GamepM 
Arcade 3 



to hover above the ground (UFOs 
are less likely to attack while the 
Scramble craft is stationary) and 
gain points for bombing obstacles. 
But watch the cavern roof! Though 
you can use this tactic it's not the 
best one, especially when you enter 
Phase 3. Another way which will 
give you more points and safety is to 
patrol the base of the cavern, 
bombarding installations. When 
you travel towards a mountain 
peak guarded by UFOs, thrust your 
ship forwards. When you've reached 
the peak, pull the joystick toward 
the left (hover) and wait for your 
chance to jump the peak. This 
system will have to be used in game 
selections 2 and 3, where fuel con- 
sumption is fast, because then you 
will have a fuel dump just where 
.you want it. 



PHASE 3 



You come face to face with 
"Flamoids". If you are skillful you 
can dodge them (you can't shoot 
Flamoids). Otherwise, stay close to 
the ground (remember Phase 1) 
taking out fuel tanks and other 
stationary objects. To get over 
peaks, thrust the ship forward then, 
when it's clear, hop over the moun- 
tain peak. If you can watch the 
terrain you will see that it is repeated 
twice. Once this has happened, 
thrust the ship forward. Then push 
the joystick to the top left corner to 
get over the city wall. Take care in 
games 2 and 3 as the Flamoids' 
speed is very fast. 




You fly over tfre city wall in which 
missile silos are planted. The wall is 
high so don't drop your altitude too 
much. Watch the silos as you fly 
your ship over them. When a missile 



launches, pull back quickly and 
shoot the missile. Some missiles 
can't be shot becuase the silos are 
too deep, but don't worry. Try to 
shoot or bomb as many as you can 
to bump up your score. As you 
approach the end of the wall thrust 
the ship forward, then down and 
left to tackle the maze. 



PHASE 5 



you have to pass the maze. This is 
another chance to fuel your ship up. 
Shoot the first few fuel tanks then 
thrust forward. Pull the joystick 
diagonally down-left. Then try to 
get behind the fuel tanks to shoot 
and then clear your path. Repeat 
this throughout the maze until you 
come to the last phase. In game 3 
the maze is much more of a chal- 
lenge because the play is speeded 
up. 



PHASE 6 - THE HQ 



This is the final part of the game. Fly 
over the city. When you get to the 
highest building, thrust forward. 
Then move the joystick down-left to 
follow down the side of the building. 
As you fly over the smaller building 
in front of the HO. keep dropping 
bombs. Then when you fly past the 
building you should hit the HQ- 

Well, that's the 6 phases. The 
Scramble theme tune then plays 
and you repeat the process on a 
higher level. The game itself isquite 
addictive. Some of the graphics 
and sounds are great too. Scramble 
is challenging and hard to beat. 
The highest score I have obtained is 
791 10 in 5 months of trying. □ 



The Demise of Vectrex 

Although Vectrex games have 
often been hailed as the truest to 
the arcade versions, sadly MB 
games, the UK distributor, has 
announced that there will now 
be no new cartndges in the sys- 
tem. The eighteen or so games 
available, including Scramble, 
mark the last of this unique vector- 
scan graphic system. Readers 
are recommended to look out for 
a Vectrex system going cheaply 
- it could be worth getting. 
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• TELEGAMES • • • • 
BUY 3 GAMES FOR ONLY £42.00!! 

«/|V> OR 2 GAMES FOR £30.00 



ATARI 



CHOOSE 1 GAME FROM EACH SECTION 



Sky Skipper 
Cosmic Ark 
Fire Fighier 
Spiderman 

Riddle of the Spfrnx 
Master Builcer 
Aclion Force 
Any Hot SMI Game 

K.ttoom 



Amiaar 

Haunted House 
Oelenfler 
Pac Man 
ET 

Famom 
Peie Soccer 
Asteroids 
Air/ Sea Baltic 
Hiyer Haio 



Npghi Driver 
Trick Shot 
Space mvaders 
Star Raiders wifti 
touch pad 
Yars Revenge 
MissMe Comma no 
Oemonds to Diamonds 

Freeway 



Send your choice (with a second choice) together with your remittance, name 
and address 10 - 



iNtUUViSiON 

Over 75 compatable 
cartridges in stock 

Inieiltvoice Module 
with any voice 
cartioge £64.99 

JnleUiviSion Computer 
and adaptor anc 
tree computer 
cartridge £89.99 

Music Sy thesis er £69 99 

Some carnages 
on special olter 
£9 95 each 



TEL, 0533 880445 



TELEGAMES WIGSTON 
LEICS LE8 1TE 



ADD et 00 TO ANY 
ORDER TOWARDS P&P 



03S 



COLECO 

vision 



GAMES 

Space Panic 
O/Kong Junior 
Spectron 
Time Pilot 
CMfflic Avenge' 
\.-„, ? ■■■ 
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All available games 
In stock 

Turbo unit with turbo 
game cartridge £43.95 



?WO*T II 
Carnival 
Lady Bug 

Venfu'e 
Space Fury 



*ram*c Freooy 
Cross Force 
Mr Co 
Smurt 
Mo^se Trap 
Con 



M5 



COMPUTER AND 
ALL SOFTWARE 
IN STOCK NOW 



Buy any 2 of the above for £49.99 

2AXXON. Q BERT. POPEYE E3 
SUPER COBRA Each Extra 



TELEGAMES 



KILBY BRIDGE. WIGSTON, LEICESTER. LEICESTER. LE8 1TE. 
and SPRINGFIELD STREET. MKT HARBOROUGH, LEICS. 




™&SS AROUND!! 



VIC 2 

Arcadio by Imagine 
Mtiiton Me* cury by V*i g>n 



ft SV*pWd 
IlohUBK] by Virgin 



C4.3 
£7,42 






Tropicol TroubU 
MrtwiX 

Advonced Dgngeom & Drogom 
*T*Cbudy Mountain 



/ 



E22.00 
£19.00 
£22.00 
£21.00 

£21.00 



£3.14 
£5.1* 



COLECOVISION 



ZoAxon 

Srnurf 

Turbo inciuoVig Turbochorge 



^tosw-o^"* 8 -" S-iS 




iDwth Crvti* by Virgin C5 . 79 

K«yioJRo*by Compter R»nio!i £5*23 



^-o^byVirgm 



< 



Send cash/cheque/P.O. with order. 

(Remember lo fell us what machine you own). 

Or 'phone-in your Access/Visa card number on 1 -206 0665, 

for immediate despatch (maximum 28 days). 

GAMESTERS — MORION CARLYLE LTD, ROOM 2B, MASONS HOUSE, 
1*3 VALLEY DRIVE, KINGSBURY, LONDON NW9 9NG. 



(MICROSWTTCH JOYSTICK) 




THE ULTIMATE 
IN JOYSTICKS, 

HAS TO BE 
HANDLED TO BE 

BELIEVED. 

JUST ASK YOUR 

DEALER FOR 

THE DYNAMICS 

ARCADE 
JOYSTICK NOW! 

DYNAMICS 



DYNAMICS MARKETING LIMITED 

2nd FLOOR 6CHURCH STREET ALTRINCHAM 061775-1827 
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I would like to ask your advice. 
I am 13 years old and the proud 
owner of an Atari VCS. I have 
saved up enough money to buy an 
Atari cartridge and am writing to 
ask you which cartridge you think 
is better - Poie Position or Enduro. 
Your decision will make a big 
dilierence as to which cartridge 

I buy. 

PAULWHEELER, Ramsgate 

II you go lor graphics then get 
Enduro; it you go for gameplay 
then qet Pole Position. DW 



VCS adapterless 



I was wondering if you could get 
an expansion module to play 
Colecovision games on the Atari 
VCS. and can you purchase a type- 
writer keyboard to fit on the Atari 
VCS to turn it into a home computer? 
STUART THOMSON. Westwood 

There's no chance ot there being a 
Coleco module for the VCS as the 
adapter would have more electronics 
in it than the VCS itself. The only 
computer adapter available is by 
Spectra, called Compumate. 
However, this accessory actually 
downgrades your VCS so I wouldn't 
suggest obtaining one. DW 



Club league 



In the last issue you had a piece 
on video game clubs. 1 am a 
member of quite a few clubs 
including Atari, Parker, Silica 
Shop and Greens of Debenhams. 



These are my views of each: 
ATARI: I have been a member for 
about 9 months. Since then I have 
only had two newsletters, one of 
which was advertising the 1983 
Atari "Player of the Year". The 
thing which annoyed me was, I 
had received the newsletter 
AFTER the entry closing date. I 
didn't want to enter, luckily! On 
the other hand I must say I do 
enjoy reading the newsletters 
which are very interesting and 
informative - 1 only wish they 
could be published more often. 
Out of 10:6.5 
PARKER: I think Parker video 
games are among the best avail- 
able for the Atari VCS. I just wish 
their club was as good. I sent off a 
coupon to join the club and 6 
weeks, yes 6 weeks, later I 
received my first newsletter 
which was quite good in fact. 
Since then about 5 months have 
passed and I still haven't got a 
second one. 

Out ol 10: 5 (Sorry, Parkei) 
SILICA SHOP: My favourite of the 
bunch. I have found them to be 
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very fast to reply and send out 
information etc. Also, they don't 
mind making sure we (the 
members) get the information - 1 
have received no less than four 
copies of the same catalogue. 
Well done lads and lasses! Keep 
it up! Out of 10: 8 
GREENS: Another winner. They 
also deal with computers and 
computer software, but their 
video games sections prove to be 
very good indeed. Out of 10: 7 




I tend to go for "free" clubs. I 
don't see any point in paying a 
few quid just for a fancy library 
case etc. But 1 might pay Parker to 
speed up the mail service. 

Another question for you. 
Recently I sold my Atari VCS to a 
friend. Will it be possible for him 
to take over my membership 
number? Also. I upgraded to a 
Colecovision and along with it I 
have the expansion module No. I, 
the Atari adapter. Will 1 be able to 
join the Atari club again, if 1 send 
off the serial number underneath? 
CHRIS SHORT, Tewkesbury 

Your friend can reapply with no 
problems. Just use the same serial 
number. As for you, I'd keep quiet 
about your expansion module as 
Atari still frown upon them. You'd 
also better hope that no-one at (he 
Atari Owners Club reads this mag! 



Marathon Kong 



A few lines about the CBS system 
and its game. It has to be the best 
- certainly as good as anything 
else I have been able to try. I 
think I know why not very many 
"eggs" have been discovered (at 
least on Don K and Turbo). 

My high score on Don K using 
standard joysticks (jeez, they're 
awful!), currently stands at 
2,035,200: 1 was on a 29,000 bonus 
and it took me IV2 hours (130 
screens). On Turbo, my high score 
stands at 1,000.000 plus -I gave 
up then - and it took a marathon 
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4 l /2 hours. My point is, both these 
scores were on level one so I think 
it can safely be said that nothing 
will happen unexpectedly at this 
level by way of a high score! 

Some small points on Turbo. 
After bonus, keep in top gear 
(2nd), flat out ... You'll go through 
a few cars - and your engine 
noise is deeper (turbo cut-in 
perhaps!!). Old hat, I know, but 1 
said they were small! 

DANE CLARKE, Biddulph 



Stick for the Dragon 



I've just bought a Dragon 32 
computer and I notice that you 
haven't reviewed any games for 
this system. By the way, aren't the 
Dragon joysticks awful! I can't get 
very good response from them at 
all. They aren't as good as my old 
VCS joysticks. 

BILL FARMER, Basingstoke 

Actually, we have now started to 
include some dragon games in our 
New Games Section. I agree about 
the joysticks - they aren't very 
responsive. But fear not - the 
solution is at hand. There is a very 




neat gadget available which 
enables joysticks to be adapted for 
the Dragon - it's called Dragon 
Tamer and costs a few pounds 
from Mr. Micro. So don't throw 
your old ones away! DW 



News from down under 



TV Gamer's second issue is on the 
local newstands here in Australia 
and is as informative as the first. 

We bought Intellivision in 
preference to other systems 
because of the family orientation 
of that system. The spectacle of 
our youngsters playing hour after 
hour of kill-or-be-killed space 
fantasy games did not appeal to 
us. The children, both girls, aged 



4 and 8 enjoy the "cute" games 
like Frog Bog, Happy Trails and 
Shark, Shark, but they also play a 
few of the shooting games as 
well, like Astrosmash, Triple 
Action etc. My wife and I play 
Tennis, Lady Bug, Bowline and 
Pifall, mostly. 





Your advice in the autumn issue 
under the heading "Will it work?" 
is probably correct as far as Atari 
VCS/2600 cartridges are concerned. 
We buy most of our Intellivision 
software from the US and have 
never had any trouble at all. The 
local TV system is PAL-b which is 
compatible with the UK. However, 
the ROM chips in the Intellivision 
cartridges do not effect the video 
output as do many Atari 
cartridges. 

In closing, we'd like to share an 
unusual experience with your 
readers. Whilst playing the Golf 
game, the screen went blank as 
though the game had been paused 
by the 1-9 or 3-7 buttons function. 
A few seconds of frantic button 
pushing brought about a hitherto 
unseen graphic. Against a solid 
black background appeared, in 
very large stylised script, the 
words "Mattel Electronics" in light 
brown. Below this in smaller but 
fairly large brown lettering was 
"Copyright 1984". Yes it really 
said 1984! Perhaps just a 
designer's little joke. Do any of 
your readers have similar dis- 
coveries in Intellivision games? 
PAUL DAVIS and FAMILY. Australia 

There is truth in what you say. 
Intellivision and Colecovision 
cartridges work in any country. It's 
only the hardware that needs 
modification. As for other systems 
(especially home computer 
systems), we're not altogether 
sure. We do, however, know that 
VCS carts from abroad definitely 
don't work over here (or in 
Australia for that matter). DW 
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More bugs? 



On playing the Defender 
game 1. two landers were 
on the scanner and one 
picked up a humanoid. I 
shot it and let the 
humanoid fall freely, but 
it was destroyed. A mutant 
should have come but 
nothing appeared on the 
scanner and I flew over 
the city but saw nothing. 
This was on wave 2. 

Also, I shot the last 
lander and expected the 
wave number to come up 
but it didn't. I flew the 
ship over the city for 
about 5 seconds and then 
the wave number came up. 

On Asteroids game 1, 
there were 2 big asteroids 
on the screen and they 
went to the bottom right- 
hand of the screen and 
got stuck there. I had to 
thrust down and shoot 
them. 

JEREMY GARNHAM, 
Saxm undham 

Anyone else seen this? DW 



Helicopter 
rescue 



I have got two "Easter 
Eggs" for you. They are 
in the games Dream Flight 
by Goliath for Atari VCS, 
and Miner 2049er by 
Tiger Vision, also for the 
VCS. 

In Dream Flight, on the 
balloon section, after 
turning the balloons into 
ugly faces, you can climb 
up any pole, disappear 
off the top of it and 
reappear in the helicopter. 

In Miner 2049er, if you 



reset a game while in the 
middle of another one, 
two miners will appear 
at the bottom as usual 
but then disappear. One 
will return and sink into 
the floor . 

STEVEN PARKIN, 
New Okerton 



Downhill 
cheating 



I have discovered a way 
of cheating on the 
Activision cartridge, 
Skiing. Although it works 
on all ten game variations, 
it is only useful on the 
downhill versions (5-10). 
The idea is to flick the 
left or right difficulty 
switch up/down when you 
are about to hit a tree. As 
long as you are not in the 
centre of the screen 
(starting position), your 
skier will be moved to 
the centre of the screen. 




It's a bit like a "hyper- 
space". It helps if you get 
a friend to flick the 
switch when you shout! 

Naturally, this method 
is not foolproof. If there 
is a tree in the centre of 
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the screen when you 
hyperspace you will 
crash, but usually you 
are okay. 

I have also found a 
variation on Vanguard in 
which the energy pot 
things at the bottom 
(which make you inde- 
structible if you touch 
them) do not move along 
with the scenery. Instead 
they move apparently 

normally and then 
suddenly stop and get 
left behind by the scroll- 
ing scenery! This makes 
them very easy to touch. 

I found this variation 
quite by chance. I turned 
on my Atari loaded with 
Vanguard and on the 
screen were these funny 
white shapes, two of 
which drifted to the left. I 
pressed game reset and 
there it was. 

LOIC ROBERTSON, 
Beckenham 



Tunes of glory 



I have discovered an 
"Easter Egg" in the Coleco 
game of Time Pilot. On 
player one of a two-play 
game, if you can shoot 
all the planes in 1910 
without losing your first 
time ship, you will hear 
a short tune before you 
pass on to 1940. If you 
shoot all the planes in 
1940 with the same time 
ship before passing on to 
1970, you will hear 
another tune but longer. 
I have also discovered a 
bug in Coleco's Looping. 
When you get into the 
end room you can pass 
through part of the 
framework without 
crashing, also you can 
make the victory tune 
sound by touching the 
inside upper framework, 
nearest the end vertical 
line. It will also work by 
just pulling up to the line 
but not quite touching it. 
ROBERT McKEEVER, 
Hemel Hempstead 



Smurf initials 



I have found a way to 
make initials appear in 

ZZmSKMT 



Smurf Rescue in 
Gargamel's Castle. On 
skill level 3 just go back- 
wards and forwards 
between the screens 
seventeen times when- 
ever the background 
changes. Your score will 
read zero and the initials 
"AU" will appear where 
the number of Smurfs 
remaining were. This also 
works on game 4 only your 
score then reads 919,500. 
NICHOLAS SCHOUTEN, 

Australia 



The miracle 
of spinach 



My brother and I have 
found that on Parker's 
Popeye (VCS) game there 
is a way to increase your 
score by around 1 10,000. 
In round 1 you first catch 
eight hearts (with your 
first life), then get 




destroyed. When your 
second Popeye starts, the 
score at the top of the 
screen goes away for a 
moment to show you how 
many Popeyes are left. 
With your second Popeye 
go straight away and eat 
the spinach and punch 
Bluto who will be walking 
towards you. When the 
score replaces the 
number of Popeyes, you 
will find it has suddenly 
increased by around 
110,000. 

KERR S. CLARKSON, 
Saltcoats 



Carnival kitchen 



I am writing in response 
to a letter from Martin 
Allcock who claimed that 
after 100,000 on the game 
Carnival for VCS, the 
programmer's name 
appeared. I have reached 
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the score of 100,000 and 
the score changed to the 
name of "S. Kitchen". 

Also I would like to 
know if the arcade game 
Baiioon Bomber is going 
to be made into a cartridge 
for VCS? 

ALEX GADD, Wanstead 

S. Kitchen (the name of 
the programmer, Steve 
Kitchen) does indeed 
appear in Carnival. Steve 
used to work for Coleco 
belore he Joined 
Activision (where he con- 
ceived and designed the 
game Space Shuttle). In 
addition to Carnival, 
Steve also did VCS Donkey 
Kong. I recently phoned 
Steve in the States and 
spoke to him about this, 
among other things (a full 
interview with him will 
appear in the next issue. 
look out for it!). He told me 
to congratulate you on 
your find and that there is 
an egg of sorts in Space 
Shuttle - more about that 
next issue. 

As for Balloon Bomber, 
I'm afraid there's no 
news. DW 



How to get Clark 
Kent to the Daily 
Planet 



After pressing 'game 
reset' bring Superman 
down into the phone 
booth to change into 
Clark Kent. Then walk 
approximately half way 
across the screen and 
stop. Now press the 'game 
select' switch and wait 
until the screen changes 
to the scene where Clark 
Kent seems to be over a 
subway entrance. (Clark 
Kent must be directly over 
the subway entrance so 
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you may find you have to 
position Clark Kent 
exactly. Try it a few times 
as I have to sometimes.) 
Now move Clark Kent left, 
you have now entered the 
yellow section of the 




subway. Keep moving left 
and leave the subway. 
You should now be at the 
Daily Planet. From the 
time you press the 'game 
select' switch to the time 
you start to move Clark 
Kent, the timer is stopped. 
This method will work 
with either difficulty 
switch in A or B. 
DAVE BARRY, Tottenham 



Raiders champ 



After completing Raiders 
of the Lost Ark, I found I 
had seven dots at the 
bottom of the screen. I've 
enclosed a picture for 
you to see. Does my 




second picture show the 
"Lost Room"? The snake 
travels down both sides 
of the screen. Indy was 
attacked by a snake but 
didn't lose a life. He just 



became a white square 
that couldn't be moved. 
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The next picture shows a 
screen from Vanguard. I 
bet you've never seen this 
before - my ship has 
turned black! You some- 
times get the numbers 




1 126 floating around on 

this screen. 

DAVE BARRY, Tottenham 

Congratulations! The 
pedestal on which your 
Indy is standing has 24 
tiers. Maximum points is 
25, when you get a special 
easteregg. Anyone found 
it yet? No, that funny 
screen isn't the Lost Room 
of Tanus, it's some kind of 
bug. We show a small 
sketch of the Lost Room in 
the map of Dave Harvey's 
article on Haiders in this 
issue. Another bug is your 
black Vanguard ship. 
Where are you getting all 
these from? DW 



Mystery on the 
horizon 



After reading Darrin 
Williamson's item on 
"Easter Eggs" in the 
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Winter issue, I noticed 
some strange stylised 
structures which appear 
in the Activision Robotank 
on the skyline of the 
battlefield from time to 
time. I can't guess what 
factors in pay govern their 
appearance, although 
they tend to appear 
suddenly during Phase 1 
of the game and remain 
on screen throughout play 
(and as silhouettes in 
night-time scenes). By the 
way, my husband and our 
friends find the game 
particularly excellent, 
and the changing weather 
patterns and scenario add 
excitement and tension. 
This is by far the most 
enjoyable Atari game we 
have played. 
ANNE STOREY, Grimsby 



Secret initials 

and more... 



While playing Yars 
Revenge I discovered how 
to get secret initials on 
the screen. When the 
Qotile turns into a swirl 
you must blast the swirl 
in midflight using the 
Zorlon Cannon. When the 
screen is flashing a black 
line appears on the 
screen. You must fly onto 
this line, you may have to 
do it a few times before 
the initials appear on the 
screen. Once when I was 
playing Raiders of the 
Lost Ark I was in the Black 
Market and a Yellow Yar 
flew across the screen. 
Another time I was in the 
Mesa Field and the 
Mesa's disappeared. The 
screen turned green and I 
fellinto the Valley of 
Poison. 

MARK STUART, 
Invernessshire, Scotland 
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DEFENDER 



Continued from page 53 

which are extremely elusive and an- 
noying. Unless you are an exception- 
ally good player, swarmers should 
be eliminated by smart-bombs. 




Bombers are not as easy to pick off 
as pods but a damn sight easier than 
mutants or baiters. A bomber is a 
set of three flashing squares, each 
of different colours. As it travels 
through space it leave a string of X- 
shaped mines behind it for the player 
to run into. Bombers pose no great 
threat to Defender. In addition to 
Defender's weapons, he has a scan- 
ner to help him out. The scanner is 
positioned at the top centre of the 
screen and shows Defender what is 
happening in other parts of the 
galaxy, off the main screen. On this 
radar your ship appears as a white 
diamond and aliens as blips. Shots 
and mines don't show up. 

If a lander grabs a man, the man 
will give out a cry and then Defender 
must rush to the scene of the crime 
to stop the lander before it eats the 
man and mutates. When Defender 
gets there, it must shoot the abduc- 
tor and either catch the man and 
return him to earth or, if the man is 
dropped from a low altitude, let him 
drop to safety. 



SCORING AND STRATEGY 



Your primary objective is to shoot 
the landers before they eat your 
humanoids and destroy the world, 
a thing which no gamer would wish 
upon anyone. At the start of a wave, 
check your scanner for the largest 
bunch of landers you can find and 
go directly to them, shooting a few 
odd ones on the way. Once you get 
there, stop the landers before they 
start their banquet and transform 
into marauding mutants. 

Mutants and baiters are not really 
as bad as they seem as long as you 
can keep them at your level - you 
will almost always be able to destroy 



them. It's when they are above or 
below you, that the problems occur. 
Believe it or not, it is possible to shake 
off a baiter, but this can only be 
done once or twice {supposedly the 
baiter gets wise to your tricks). To do 
this, wiggle the joystick violently 
when the baiter is in pursuit of your 
ship and then speed off in the op- 
posite direction to which the baiter 
is travelling. This buys you time to 
work out how you are going to 
dispose of him (this we'll leave to 
you!). Of course, you could opt for 
hyperspace, but remember only 
about half of the time will you return 
from hyperspace intact. 

Pods are the easiest aliens to deal 
with - anyone who is capable of 
pressing the fire button is capable of 
destroying a pod. But the main 
concern here is not the pods, but 
what they release: the swarmers. 
Those tiny little aliens who are as 
slippery as soap. A good way to 
deal with these is to shoot the pod 
and then immediately smart-bomb 
the swarmers before they take a 
liking to your ship. Smart-bombing 
a pod is okay but will not always 
nab the swarmers as well. 



SCORING 




Landers 


. 150 points 




. 1 50 points 


Swarmers 


. 150 points 


Baiters 


. 200 points 




. 250 points 




1000 points 


Defender destroyed gets you 25 


points each life 




Humanoid rescue mission: 


Humanoid (alls 
and lives 


. 250 points 


Humanoid caught 


..500 points 


but not returned 


Humanoid cauqht 


1 !*\f*\f^ * 1 


and returned 


, 1000 points 



Finally, we have the bombers, 
lust a simple strategy is needed for 
handling these. Always fire at them 
when they are approaching. 
Bombers leave their mines behind 
them, so by dealing with them in 
this way you will not run into their 
deadly traps. 



Now for something completely 
different. It is not a very well known 
fact that on computer Defender 
there is a safety zone - a place you 
can go to where mutants and baiters 
will just fly past your ship instead of 
trying to fly inside it. This place is 




Action in Defender. 

called the "international date line" 
or "reverse line". Before the starl of 
a game look at the scanner for the 
biggest rock you can see. This you 
may find difficult as the rock in 
question is only a tiny bit bigger 
than other large rocks. If so, then 
look at the scanner for two largish 
rocks adjacent to each other (if you 
cannot find these you must be playing 
Pac-man). Once you have located 
these rocks, look left and stop when 
you come to the next very large rock. 
By standing at the right or left of this 
rock (on the main screen), any 
mutant or baiter that you meet will 
simply fly past your ship. These 
beasts will still shoot, but nevertheless 
this is a helpful piece of strategy to 
keep in mind. Of course, it's not 
quite so helpful if your world has 
blown up. The line will still be there 
but, without the world, it will be 
downright hard to locate. 

Downright hard is definitely the 
key phrase to describe this game. 
But the phrase to describe the trans- 
lation from arcade to home and the 
overall very enthralling game-play 
is: downright good! 

This is one of the best adaptations 
you are every likely to find for your 
Atari home computer and Bob 
Pullaro, the man behind the mutants 
and all the other aliens deserves 
another mention for this great feat; 
award this man one hundred 
smart-bombs! D 
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Continued from page 44 

the point indicated and the picture will 
be altered to show satellite images. 
Just another touch and these images 
can be filtered to enable analysis. 
Touch the screen again and a detailed 
map is displayed, showing the dispo- 
sitions of troops using conventional 
symbols. If the map cannot give a 
good enough "feel" for the ground, 
another touch will transform the map 
into a practical representation of the 
view from any height and from any 
point on the map. 

So you can see why no military tech- 
nologist would have been impressed 
by the computers and their displays in 
the film War Games. By comparison to 
the real thing they were scarcely an 



GAMES GOVERNMENTS PLAY 



improvement on sticking pins in a map. 
Indeed, the military technologists 
might well have sat back from their 
multi-million dollar masterpieces and 
dared their civilian counterparts to 
"copy that!" 

Well, the computer games people 
have done precisely that and, given 
the difference in price, they've done a 
very impressive job. The games are 
designed for all those people who are 
attracted to war gaming but who don't 
have the time to paint lots of little 
models and then spend a whole 
weekend fighting a battle that in real 
life would have taken an hour. 

One game I've shown my military 
colleagues is called Eastern Front, 
from Atari. It represents the German 
invasion of Russia in the Second World 
War. Having selected a level of 
difficulty, a map appears showing 
major terrain features, towns, and 
gives the dispositions of German and 
Russian tank and infantry corps. Of 
course, the whole of Eastern Europe 
doesn't conveniently fit onto a screen 
so you have to use the cursor to rove 
across the map. Thoughtfully, though, 
Atari provide a colour map so you can 
get an overall picture. 

The computer plays the part of 



Stalin's commander and reacts to your 
moves as the German Army Com- 
mander. Having made your plans, you 
instruct your corps to move by putting 
the cursor over them and moving the 
cursor to the desired place, while the 
cursor is on the unit, so the strength of 
that unit is shown and how strong it 
was when it started out. Once you 
have given all your orders to your 
corps, the moves all take place simul- 
taneously and, where two hostile units 
meet, combat is resolved to the sound 
of distant gunfire. 

It may not be either as flexible or as 
sophisticated as the megabuck gear 
used by the military, but when I tried 
the game out with a Royal Engineer 
Officer and an Intelligence Corps 
Officer both agreed it was a lot more 
fun and was often embarassingly 
accurate in its results. For example, if 
you order a number of units to pass 
through the same spot at the same time 
they get into a muddle and get 
nowhere! 

Eastern Front is probably the 
computer game that will take me 
longest to get bored with, if only 
because I have a queue of army 
officers who won't let me get near it 
because they find it so entertaining. □ 





HINTS AND TIPS TO BOOST YOUR GAME TO A HIGH SCORE 



Your first objective at the start of 
each level is to eat all the hearts 
when they are blue. Try to do this by 
the shortest route, as each daisy 
eaten alter achieving this is then 
worth more points. 

When you eat a vegetable irom 
the Bug Box, the insects will remain 
stationary tor a few seconds, so make 
the most of this valuable time and 
eat any daisies that are near the 
insects, or position yourself ready 
for the next meal. 

Use the skulls to your advantage 
and get the insects to bump into 
them. This gives your Lady Bug extra 
eating time until the insect once 
again emerges from the Bug Box. If 
your Lady Bug bumps into a skull, 
all the remaining skullson that level 
will disappear. So, be careful — the 



more insects that die from bumping 
into skulls means more points for 
you, as every time one emerges 
from the Bug Box another vegetable 
appears. On the higher levels this 
could add up to a lot ol extra points 
every time your Lady Bug manages 
to get to the Bug Box to eat one. 

Use the turnstiles to close off 
various parts of the maze to keep 
the insects in or out. There are two 
positions on the maze that will 
greatly assist you if you can 
manage to lure all tour insects into 
them, as at these positions Ihey 
seem to become dormant. If you do 
manage to get all the insects into 
this position, get your Lady Bug to 
eat as many dajsies as possible 
before eating the vegetable in the 
Bug Box. Be careful, though, if you 



venture under the level of the in- 
sects they become agitated and 
swarm towards you. 
4 Try to gain an EXTRA Lady Bug 
before lighting up the SPECIAL 
letters. Some times the letters you 
need may not appear on the maze 
for ages, but be patient and they 
will eventually show up. 

Remember the higher the level, 
the faster the insects move. This 
also applies to the timing border. 
Alas, the higher the level, the 
slower your Lady Bug becomes - it 
must be all those daisies she keeps 
eating. 

As yet I have only managed a 
score ol 923,900 on Level I. Have 
you beaten this? If so, let me know 
how many you have beaten me by. 
Happy eating! □ 
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REVIEWERS WANTED 



Do you own a home computer? Can you write? Send us a 
review of your favourite game and, if we like your review, we'll 
ask you to join our reviewer's panel. 

Reviewers on our panel are sent the very latest computer 
cassette games, and after sending us their reviews, will keep 
the cassettes for themselves. 

Details? Just complete the form below or a copy of it and 
send it to us with your sample review. 



Style notes 

Sample reviews should be 1 00-250 words, and should 
contain game value ratings (see "How good is the game?" 
in the Guide to Listings on page 48 of this issue of TV 
Gamer). Reviews appearing in Games from the Movies (pp 
1 2-1 5) and the New Games (pp 45-48), will give an 
impression of the style required. It is only necessary to 
prepare one sample review. 



To: The Editor, Review Panel, TV Gamer, 
187 Oxford Street, London W1R 1AJ. 

I would like to join your reviewer's panel. If I am 
selected, I understand that in exchange for writing reviews of 
game cassettes sent to me by TV Gamer, I will normally be able 
to keep the cassettes. 



I own the following computers) and peripherals (include 
information such as cassette players, joysticks etc). 



I own the following game cassettes 



If under 1 8, a signature of a parent or guardian is 

required here 

Name of applicant 



Signature 
Address „ 



enclose my sample review. 






_l 






COMING SOON IN 



In depth reviews: Dave Harvey has been busy 
playing the VCSgame, Adventure. Meanwhile, David 
Bishop promises very soon to write about his latest craze 
-AticAtac. Watch out for them soon! 

Listings: We'll be offering a mkroguide to the games- 
playing hardware available in Britain, with current prices 
wenty of comments. 



New Games: Our panel of reviewers is growing. 
Next month we're targeting 50 reviews of the newest 
cassette and cartridge games. 

Adventure Games: Mike Lewis describes what he 
believes to be the best kind of game for computers - the 
Adventure game. Text gomes, games with graphics, 
games of skill and games of intelligence: they're all there, 
look for them in TV Gamer. 



Back Numbers 



"i 



ADVERTISERS IN THIS ISSUE 



Our Winter 1963 edition contains a complete listing of Atari, Coleco, Intellivision and Vectrex- 
compatible games. All are reviewed by us and give hard-hitting opinions on value and playability. 

Our first monthly issue, March 1984, covered: In-depth Reviews - Night Stalker, Pitfall, Mr Do; 
Systems - The new Atari 600X2 computer; Games Delivery - Guide to carts, cassettes, floppies, 
miaodrives etc; The A/cade Scene - Laseigames; Sky Wars - Training tighter pilots in mega-buck 
simulators; Special reviews - Tank games. 

TV Gamer's April 1984 issue covered In depth reviewstfar's Revenge, Raiders of the Lost Ark 
(first part), Sysfems.The Sinclair computers, The Arcade Scene: Bubbles, Sinistra, Crystal 
Castles. Star Wars, Special Feature: Adventure games, Interview: Britain's own World Atari 
champs, Battlefield WdeaHow the military use computers to save on real weapons training. 
Research: US Psychologists give screen games the OK. Special Reviews: Space Cockpit games. 

If you missed your copies, cut out this coupon or write, sending £1 for each copy required to the 
Back Numbers Department. TV Gamer, 187 Oxford Street, London W1R 1AJ. 



Please rush me a copy (copies) o/ TV Gamer. Q Win,er l9S3 D Mai ^ l984 
I enclose CI payment per copy. 
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A COMPLETE PACKAGE - ALL THIS FOR £499! 

*80K*RAM(Expto144K) 

* Full Stroke Keyboard 

* 256K Data Storage Unit 

* Daisywheel Printer 

* Built-in Word Processing 

* Buck Rogers Arcade Game 

* Colecovision Compatible 
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75 KEY FULL STROKE KEYBOARD 
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MEMORY CONSOLE & DATA DRIVE 




DAISYWHEEL PRINTER 
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COMPREHENSIVE INSTRUCTIONS 




COLECOVISION GAMES CONSOLE 



QUITE SIMPLY- VALUE FOR MONEY! 

" you re looking tor real va*ue m a computer system one itfft/cJi can ftandJe jrryrmng; from 1 serious Word ProcesttnQ TO 
etftencM Cottcovwon style video game* such Bt Buck Rogers too* no turthvt Ttw Coreco Adam is here mth a p*c**oe 
ifrftrcft t»i// maAo pou wofltfe/ j/ you redrwamtng wften ivt f#M you about tt A price freak tn/ot/ori m compute' systems Atfttn ff 
computed Of 4*> WC AAjU memory conao'O* **fft * outfit*//) 2W« OfQttat can drive, e professional quality, stepped end 
sculptured 75 key full-stroke keyboard; a tetter Quality detsvwheel printer and a *oit woro* processing program built tnlo the 
Console Two eddrtionat pieces of software Smart BASIC and also Buck Rogers - Pia.net of Zoom {the ultimate m aoanced 
*'0>o games I Ate <ncrvde& as weft as a blank dtgttal cafe pack Adam can be used mttn any domestic colour Te4ew$ion aet 

MEMORY CONSOLE/DATA DRIVE: 'TN> hea<1 of the Adam system is the 40*C ROM and 64 R RAM memory 
console wtiicH combine* wrth me 3?K flOM and itiK flAM in Co-ecoviftion To give you a loiai o* 7?K flOM finctucJiflf 24K 
cartridge RDM) and 80K HAM (expandable to 144K} Built mlo trie memory console is a digital data drive wh»cn accept i 
Adam's digital data packs, a last and reliable mass storage medium that is capable of storing ?5ftK of information that a 
about 250 pages of double spaced let! 1 The console is also designed to accomodate a second optional digital data drive 

FULL STROKE KEYBOARD: Tne Adam keyboard nas been designed as a professional quality keyboard that 
combine* ease of use with an impressive array of features It is stepped end sculptured for minimum efficiency and has 75 
full stroke says which include 6 colour coded Smart Keys which are redefined for each new application, to command keys 
wnich are dedicated lo the word processing function and 5 cursor control keys for easy positioning of the cursor at any 
point on the screen You can attach a Goiecomion controller to the keyboard lo function as a numenc keypad lot easy 
data entry tt can a'so be held hhe a calculator, a feature wnich mattes working with numbers particularly easy The loystick 
part of the hand controller can be used in the same way as the cursor control keys, lo move the cursor around the screen 

LETTER QUALITY PRINTER: The 5martWri*er letter quality daisywheel pnnter is a bidirectional BO column 
printer which prints ai a rate ot l?0 words per minute It uses standard interchangeable darsywheets* so a variety ot 
typestytes are available The printer has a 9.5 inch wide carriage for either single sheets or continuous fan told paper and 
uses standard carbon ribbon* It is comparable to many printers which cost as much as the total Adam package The 
pnnler can be used eriher with the Adam* Smart Write* word processing program or as a stand alone electronic typewriter 

BUILT-IN WORD PROCESSOR: Adam comes with Smart Writer word processing built-in This program ts so 
easy to use thai you only have to turn the power on and the word processor is on line and ready to go Detailed mjtruciron 
books are nol necessary as the Computer guides you step toy slep. working irom a series o* Menu commands It enables 
you to type in ten. then comptetery edit or revise >t wth the touch of a few keys Changes are readily made and a series of 
queries from the computer confirm your intentions so that you can continuously double Check your work as you type 

COMPATIBILITY WITH COLECOVISION: By using high speed mteractrve microprocessors in each of the 
modules the Cotoco Adam is designed to take additional advantage of ooth the 32K ROM and 16K RAM memory capability 
m the CotacowSJon It you do not already own a Colecovrsjon Console (£99 inc V*- T J then you Will need to purchase mis 
when you initially purchase your Adam Computer package IC4W mc VAT), making a total purchase price of < £598 inc VAT, 

WHAT IS COLECOVISION: Colecovision is one of the worlds most powerful video game systems capable of 
displaying arcade quality colour graphics ot incredible quality on a standard Colour TV set The console fsee picture 
bottom left) accepts 3*K ROM carindges such as Turbo and Zauon and is supplied with the popular Donkey Kong 
cartridge and a pair ot joystick controllers Coftecovcsion has a range of licenced arcade hits available such as Gort 
Carnival Cosmic Avenger. Mouse Trap. Lady bug Venture. Smurt. Pepper il, Space Panic, Looping. Space Fury. Mr Do. 
Time Pilot. Wizard o< Wor and many others So there you have it, Adam plus Colecovision the unbeatab*e combination 
Send the coupon beiow for your FREE copy of our 12 page Colour brochure giving details on ihe complete Adam system 



SILICA SHOP ITO. M The Mews. Hath-rlcy Hwd. Sidcu D . Kent DAM 4DX Tel: 01-309 Till or 01-301 III! 



ORDER NOW -OR SEND FOR A FREE COLOUR BROCHURE 



To: SILICA SHOP LTD. Dept TGA 0584. 1-4 The Mews. Halherley Road 
Sidcup. Kent. 0A14 40X Telephone: 01-309 1111 or 01-301 1111 

LITERATURE REQUEST: 
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Please send me your FREE 12 page roloui brochure on Coltco vision /Adam 




1 own a Videogame I own a Compi 




Mi Mrs Ms initials Surname 




Artdiess 




Postcode 





ORDER REQUEST 
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Please send me 



Adam (add-on package o 
Adam & Colecovision if499*£99] 



£-199 IflC VAT 
€598 inc VAT 



I enclose Cheque'P payable to Silica Sdup Limit- 

CREDIT CAPO- Please dc ..»,,, 

ird Number 
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HERE IS ONLY ONE KING 
OF THE SOFTWARE JUNGLE ! 
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Loki 
48 K Ork 



€645 



Challenger 
DDCD 



Dimbo £5 45 

Any Spectrum 

Available Mall Order (p/p free) from 1ST Market Street. Hyde, Cheshire, or phone 

061-366 5935 for Accasi/Barclaycard. 



€745 




